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features ome great atmospheric music. If you want 
to alter the se ngs for any of these sound options, 


selecting “Back’ 


From the Preferenciles sc: 
‘a gine. 


Fig 


highlighted. 
Pie Menu ig 


Preferences 


Brightness 

iter Descriptions Nes 

Pie Menu Pause No 
Energy Bars Always 
Auto Change Weapons Yes 
Dislogue Speech 
Left Handed No 
Menu Auto Close Ves 


eapons and run out of the one they’re using 
(bombs, say), they automatically use the next 
ranged weapon in yo nal. 


text or speech and 


e Menu Auto yes. By doing so, the Pie Menu will automatically close after 


e Left-Handed—If you’re left-handed 
handed mouse! 


Silver ave you the option of playing the game with a left- 
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in which your her aracters converse with one 
u'll get important informatic y be entertained with some 
witty banter. ne of these scenes is starting 
appears on screen watch. 


“AS yo ( the statistics of your heroes rise quickl 
ing table should demonstrate the differences in point val 


Vivienne wields 
a deadly blade. 


Chiaro 


Jug loves a good fight as much as any brave 
not be the swiftest hero or the most well-spoken, 


Va 


rrior, but he also believes in a good cause. He may 
but he’s the toughest, and by the game’s end may 
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have more than double the amount of points of some heroes. He has little skill with magic, but is 
ideally-suited as a front-line fighter. 
As soon as you find a war hammer, give it to Jug. No other weapon is as deadly in his hands. 


Cagen 


Balanced and respectful, Cagen is determined to stop Silver so that the world can be restored to its 
proper path. He’s a‘master of unarmed combat, the second best mage of all the heroes, the second 
fastest, and has the third-highest amount of health points. He’s the perfect middle-road, functioning 
well as both a warrior and a mage. Cagen is perfectly capable without a weapon; though in later sec- 
tions of the game he’s more effective when wielding a hand-held weapon of some kind. 


Chiaro 

Pupil and friend of the great artist Reuben, Chiaro joins the quest when he learns 

of Reuben’s death at the hands of Silver. Much more than a talented artist him- 

self, Chiaro has an innate gift for magic and is the best sorcerer of all the heroes. 

As he progresses in levels, he gains more magic points even than Cagen, and can 

continue casting spells long after other heroes have run out of spell points. 
Chiaro can defend himself well enough with shields and weapons when out of 

spell points, but his true proficiency is with magic. 

Fig. 1-5. Chiaro, master of magic. 


Choosing Party Members 


You can tailor your party of heroes to reflect your own play style, choosing a party made up com- 
pletely of sorcerers or completely of fighters, or you can mix and match. There are many combina- 
tions, but I'll list only the ones I found most useful here. 


e David, Jug, and Vivienne—With these three, you have three heavy hitters. You probably won’t 
get as good as quickly. with the magic spheres, but David and Vivienne are both decent sorcerers 
and can use the magic spheres when needed. 


e David, Jug, and Cagen—A good mix, with strong fighting ability and decent magic 
talent, because David and Cagen make fine sorcerers. Not quite as effective as David, 
Jug, and Chiaro. 
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e David, Jug, and Chiaro—With Jug.as your front-line fighter, David and Chiaro can stand back 
and use magic until they run out of spell points. Once David runs out of spell points, he can 
assist Jug | with and-held, queens. 


6. Jug readies his battle axe for a terrific blow. 


° David, Jug, and Sekune—This is another fighting party. Without Chiaro or Cagen, Davi 
serve as the-best’ mage. Sekune can help him out by hanging back and lobbing ranged weaj 
enemies while Jug holds the front line. When David runs out of magic, he can assist Jug. | 


e David, Vivienne, ead Cagen =A strong fighting party that doubles as a strong magic party, 
because Cagen, David,-and Vivienne can all use sorcery reasonably well. 


Watking and Running 


Silver’s basic inte® vonderfully intuitive. If youw-want to send a hero somewhere on 
screen, point to where you want to send the hero, and click. The hero walks there. If you want 
him or her to run, double-click. It doesn’t get much simpler than that. 
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If you have all your heroes selected, the; 


ing on whether you single- 
click or double-cl 


Exicing | 
To leave a screen, p 
until a door icon ap’ 
click as usual. It 
hero or all sele 
click on an avai 
next screen. 


inter over the exit 


don’t have, you 


open 


Picking Up 
Dropped Object: 
When you open chests or defe 
weapons, and other objects are 
To pick them up, simply move 


ct until a hand icon apps 
ble-click to add the item 


ays be added to your 
this, but there are excep- 
If you’re o the brim with a particular 
, the hero trying to select it shakes his head 
nd yowhear a dull ringing noise. Most items have 
an upper limit—for instance, you can’t have more 
lan nine of any one type of food. Pick up multi- 
le items by dragging a box around them. 


inventory when you 


E 
Fig. 1-8. Picking up bread droppe 
by Vikings. 
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Buying Potions and Se 


There are normally three characters foul whom 


Fig. 1-10. Dr. Buzuki’s selling p 
but you can’t buy any without any gold 


you can purchase things: the food merchant; the 

s merchant; and Dr. Buzuki, who sells potions. 
food merchant and the arms merchant can be 
und in the barracks of Verdante and are the only 
you can speak on that 

es up residence in the tower 
1e Oracle tells you about the 


buy food, equipment, or potions, talk to 
e sellers. They’ll give you a brief sales pitch, 
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followed by a screen showing their oods. and ch hey cost. Click on an item to buy it, 


and click on it again if you want more. Clicking the right mouse button returns unwanted pur- 
‘h a particular item or can’t afford it, the item is grayed out. 
yy the checkmark. 


Gold 


You need gold t 
mies often have 
to a spot that 
details about 


ase things, and peu rion’ t start ott with much. Fortunately, your ene- 
ags of it, and after you open the Bate to Othias’ Toyges you have access 


green circle 
choose from, 
ary heroes, w 

What exactl 


. The one you click on becomes the 
ouse-button, then drag over the ch: 


t ters—a green 
become second- 


of battle. 
wait in sa 
sometimes, 


ant.to ies them all selected, fighting enemies together. And 
’Il want to switch between characters, for example, 
a special move against the same enemy. (Special moves 
have to be initia e computer doesn’t use them when it’s controlling second- 
ary heroes. See the sect ctics later in this chapter.) 

The following table is a handy shortcut to selecting and unselecting characters. 
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a Selecting Heroes : 


Quick Key Left-Hand Key 
Select David a Numpad 
Select Hero 2 Numpad 
Select Hero 3 _ Numpad 
Select All Heroes” _ : 
Cycle Through Heroes - 4 < 
Add/Remove Hero from Group _ Left (Alt tat) “ Right (alt). 


is depends on what order you Recruited your heroes in, but can be con- 
look at the face icons in the upper-left portion of the screen. 

e keys for cycling da heroes and a all heroes, because you'll need 
ick of combat. : 


Who hero 2. 
firmed by a qu 
Memorize 
those in the 


Silver's he TO: pontr¢ 


Sonoma 


The Main Menu 


¢ Food—Selecting this menu takes you to another 


selection screen showing all the food currently 
in your possession. Different types of food 
restore different amounts of health points (see 
_ Chapter 11 for the exact amounts). If you have 
| more than one of a type of food item, the num- 
__ ber on the icon’s lower-right side tells you how 

many you have. You can carry a total of nine of 
each kind of food. 


Fig. 1-11. The main menu. 
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f the eight orbs—unless 
g¢ there. If another hero 


© Magic orbs—Accessing this scre 


ause you have this book it won’t prove 
door or chest opens automatically. If y 


ne while wielding only some 
, bombs, and Glass’ glaive. 
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the main.menu takes you to a sub- 
ore than one of a certain type of 
ght side of the weapon icon. See 
of hand-held weapon does. 


e Hand-Held Weapons—Clicking on. the el ic 
menu of different hand-held weapons. If you he 
weapon, the total number is indicated on the 1 
Chapter 12 for cetats about how much damage each 


The Lnvencesil Been 


The top item you. can select from your gaat 


Fig. 1-12. Look over your inventory. 
You can check your heroes’ current statis- 

tics by clicking on ‘their faces i in the 
upper-left corner, 


equipp 
sub-menu and left- click or u want. If you’re carrying another item alread it does- 
n’t matteras soori as you click the new item, your character equips it. Say you’re using a bow 
and want to switch to sword. Right-click to pull up the menu, then select the sword icon and 
you’re taken to the-hand-held weapons sub-menu. Pick your weapon of choice and oe Te 
immediately equipped with it. 
There are a few exceptions to this, though. If another hero is using the item, you can’t equip 
it. If you ‘Te “attacking ing attacked you sometimes can’t equip it. Finally, if the item is out 


sometimes re-equip anyway, put you have to wait 
‘hurt. You can either watch carefully to see 


It’s possible to re-e elds, aad ‘eagic ic the use of quick keys. Cycle to 
or click on the hero you ‘want to select, then hit one of the quick keys shown in the following 
table. This pulls up the last shield the hero used, or the last ranged weapon he or she used, 
and so on. 
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Note that if you’ve just loaded a s member what they last used. 


Last nance id wea 


Last magic used _ 


Last ranged wea; ) 
Last shield 


ing a shield. 
ae first bar is the health har 
| hero’s health, ranging from com 

blank, meaning nearly dead. Be 
dies, the bar will shift to red an 
| hero’s face will be outlined in fl 
| The bar beneath the health b: 
current charge of magic point 
_ white to dark blue to non-exi 


e magic orbs, and 
be recharged 


a shield’s current 


The shield’s curre 
age the shield has take 
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Until the Duke gives you map, saving the game 
is a matter of continuing through the adventure 
7 until you encounter a Chronicler, Once the Duke 


Fig. 1-14. Choos 


simply press (Esc). 


To quit at any time during 


MAGIC- 


Magic aboushe throug ut the Youd % Jarrah. Haven is protected by a seri magic gates, 
ie & a and a river of magical blood winds throughout 


magic in potions or vials, fa gical items, and 
1 Bower. The orbs ai items have to be found by your | heroes. You'll occasionally 


Vials and Potions Cr a 


By the end of the game, heroes can throw three different kinds of vials and drink five 
different potions. 
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fected with the chaos potion are still ali 
wears off. 


To drink 
left-click o 


have to right-click to pull u 


tion you desire. 


most useful di 
use the orb of h 
the game, it’s usually 
points. Still, it’s good to carry one or 


ind for emergencies at all times. 
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se of fiagicalp power is the 
of them. Try to save 


best way to de stroy 
them for the t 


e Strength— 
the hero to do m 
potion is activ 


drinks them, enabling 
eapons. While the 


e Enchanted aft 


potion lasts 


e Absolute 
protects 
move against Silver. 


ero with any of the m 
ertain time, and then must re 
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Three of the magical items are w 


is an ideal weapon to 
hen aimed at ene- 


ns of the frozen 


ed with weapons, § 
item, and lets out a 


Toes equip a ring of invisibility, they be 
ough if they’re using ranged weapons or 
itions). It’s best used on one of your fi 


one, it replaces the former 
e ee useful, both 


In both Ge cases, th 
drawback about 
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ecklace briefly transforms 
mina. After returning 
re- pped, heir special moves. It 
recharge the lycant ace, but its user is 
wearing it. 


You may wonde 
attained level 3, but the 
more spell points it drains. You 


2 higher the level the magic that you’re using, the 
that you want to set most magic at level 2, once 
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you’re able to do so. In general, level.2 m: han level 1 magics, and do 


‘ic orbs, when set at level 
magic is an exception, as 


freezes them ola 
See Chapter 12 
later in this chap 


Ranged 


To launch a 
changes to 


your enemies 


electing the orb o 
wounded hero, i 


up by sele 


e orb of time ma 


op. They eventually recharge, but this 
ster can always drink a magic potion. 
ed or killed, and you can pick them u 


As you use magic, your spell poin 
time. To recharge more*quickly, th 


what weapon 
you can’t just set y 
strengths and weaknes 
fight for you. In other words, in Silv 


arca used to say, you need to make the ground 
actually use the terrain to your advantage. 
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the basic fighting moves. You 
ly see combat, but it won’t 
ons, and magic are like- 


70 attack an. opponent you ated: to hou: him or 


na potion of absolute prot tion). 


ghting moves. 
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Quick SLash/Jab 


If the enemy’s on left mouse butt 


the left. 


move your mouse to 


opponents, momen 


aking up-from behind, hold down (Ctrl) and the left mouse 


. 


ove 
ard. Your our het executes a 180 and swipes behind him or h 


using 
against fly- 
it until they get 


The most im -learn how to our shield. To equip a shield, 
shield sub- -menu and pick the shield you 
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Dodge 


If you don’t hav 
mouse bu 
you have 


ding (Ctrl), click the right 


your Pensmagindl arsenal (and t 
ial moves you learn, the Berserker and 


ight-clicking to pull up the ranged weapon sub-menu, 
doesn’t start out with any ranged weapons, but he 
ts), and once Sekune joins him he finds 


soon accumu 
arrows and bow: 
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The number at the bottom-right on each ranged weapon icon shows you how many of that 
kind of weapon you have. The amount of gold on the circle is relative to how much ammuni- 
tion you haye. You can get an exact count of how many arrows you have by looking in the 
upper-right of your inventory screen, discussed earlier in this chapter. 

If there’s a number-at the top-left of the ranged weapon icon, it indicates the number of shots 
a secondary hero fires when the weapon is set for automatic fire. The infinity symbol means 
that the hero will fire the ranged weapeg (or magic) until the weapon is out of ammunition (or 
all spell points are exhausted). 


NOTE: If you chose the option Auto Change Weapons when you started the 
game, heroes automatically switch to the next ranged weapon when — 
the ranged weapon they’re using runs out of ammunition. 


Automatic Fire 
You can set any See sndary hero to fire a number of arrows, fling other types of ranged 
weapons, or even to fire a certain number of magic blasts. Select the hero and equip him or her 


with the weapon or magic, then press one of the following keys while the pie menu chart i is still 
on screen: 


Automatic Fire 


Number of Shots Key 
1 

“3 7 

5 

Infinite ; 


Once you finish setting up automatic fire, make sure the hero you’ve set to automatic fire 
remains a secondary hero, and click on an enemy you wish to attack. 

In general, Infinite is the best option to use. You always want your enemies dead in this 
game, and if you set the auto-fire option to Infinite, your hero keeps firing until the target 
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You can” hit‘ enemies 
of sight, and they can’t ties you. You can use this 
to your pies If archers are 


pens, you 
protected 
weapons t 
Once that at 


of them to damage \ while he or s! shoo 7 Fig. 1-20. Sekune is out of range of the 
back at the archers. : ™ — archers—David runs out for a clear shot 
’ at them. 
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sabe, so that 
reach high or ; 
but it’s often 


1 tit’s an seanortant thing to Geember on any screen. 
N01 sters that. appear before you rather than charge for 
high ground. ce & 
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controls) you can toggle 
dispersal of the heroes, in the 
upper- -left, it ‘sa mode is off. 


an’t get 
near you, fire while 
reeling fro 
entering a 


screen 


r enemies until they’re defeated. 


geddon special moves, it’s sometim quip all 
0 cycle between heroes, using these 
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spell points or equip them 


Once your 
to use (if y ). Once 
+8 our heroes to speed them up, 
then run x ves you Bevin to stop in the middle of 
the battle 
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2. Drink a 


eventually co neds 
any two character: oints. : os 
This isn’t a trip you want to make at the start Fig. 1-21. David’s health is restored inside 
the fairy ring. 
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sand tree golems, and they’re 
ake the journey is up to you. 
Once you destroy all the tree 
our way to and from the fairy 


sprites 
ring is 


Numpad 
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the mouse 


Ss 


button and move 


Lunge 


Back Slash 


Use Shield 


Use Special 
Dispersal 
Find Tar, 


. 
Set Automatic Fire 


, 
; 
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ter basic game 


Fig. 2-3. Inside the house. 


Chapter 2 The Galleon 


| away with his 
you and you he 


reach the harbor but st 


-Fuge—he waves on more guard: 
grab the goodies the guards dro 
(remember to check your healt 
wait, barring your exit from thi 
them and head after Fuge and J 
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ing in Haven. 
Exit the screen 
your first chat 


Fig. 25 Missing the boat. 


e Find the rebels 
2 -e Journey to the library of Gno 


Fig. 2-6. The Chronicler. 
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| if halt b¢fore® 
s eseitidadl tells you the gates were 
jent race end that only the pure of 


you like, then 
you to do so. 


| as many aS, 
nddad tells 


After saving the game, exit the screen to 
the right. You arrive outside the garrison. Take 


- out the guards you find there, pick up the 


goodies they drop, and go over the drawbridge 
into the barracks. 
Carve your way through about a half-dozen 


»guards, watching your health bar. Then go have a 


chat withthe food trader—the fellow in purple by 


_the other gate. During the game, you’ll come back 
“heré many times, so get used’ to his face. 

| Once you purchase some food, exit to the right. 
“You come to a screen with a bridge in the upper 


right. A Chronicler will appear, save your game 


Fig. 2-8 Haven’s gates. 
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e gates, one of the guards 
ted to pieces. Exit to the 
utside a big cave. Go 


tries to follow ¢ 
upper right and yor 


Fig. 2-9. If not pure of heart, 


Exit to the 


Fig. 2-10. Surroun 


The Duke invites you to look 
camp, then tells you that the lib 
a very powerful telescope. If yor 
you might be able to see whic 


Gno houses 
ourney there, 
ay the galleon 


< to whomever 
vhose wife, Camille, 
so meet the lady 


u can. You meet Willi 
‘was taken by Fuge. Y« 
cher, Sekune. 


speak to John and Ben, who 

word work over on the left edge 
of the screen. They teach you your first special 
attack, the Web of Death. Be sure to equip your 


Fig. 2-11. The rebel camp. ie 
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ear.the fire and head back 


Once you talk with all the rebels, vicky wp 
to the cave. 


1. After the boy runs off, the 
ttom left. (Don’t worry about 


re outside the library 


e Stop the 


e Find Tero 


Fig. 2-12. Imps at the libra 


Within the library’s great hall a group of red 
imps is beating up a professor. Get over there and 
escue him. Red imps are fast, but you can kill 
in one blow. After you save him, the profes- 
tells you that a diabolist, Teronus, accidentally 
/opened a portal to the nether regions and let loose 

all the i imps. Teronus may be able to es but you 


Ls few te imps cavort in a room with many 
stairs. You catch your first glimpse of a yellow 
_imp, who bolts as soon as he sees you. When he 


Fig. 2-13. The professor is menaced 
by imps. 
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ips. run in. Once you deal 
mnicler will appear. Save your 
hrough the door that the yellow 


imp used. 
In the next ro you see a chest on the upper 
right, and a potion on the upper left. Pow t worry 


ld be in that 


reading near 
top left. 


ngs. ‘The yellow i fio B takes one look at you and runs 
their goodies, and open the chest. Another chronicler 
| out the exit to the top and follow that yellow imp! 


You next find yo 
for the right. Take 
will appear, so save your game. 
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oom is a balcony overlooking an 
collection of books. In short order, fly- 
MS o fight you. Wait until 


val end up ping in a.circle and wiping them 
out quickly. Exit to the left. 


ng chasing a professor 
om. Follow them! | 


em out soon enough: Just 


Fig. 2-1 
Once the i oe are taken care 


ing Professor Whi 


of, go have 
first saw the 
the right. 

An imp awa 
room. Shoot h 


shield, check your hed ith, 
on the right. _ 


imp go for now. 
Exit to the right. 
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Slink, the yellow imp, throws himself on your | 


mercy and begs you to spare his life, promising to 


take you to his treasure trove. This angers the red 


imps nearby, and you have to kill them to protect 


Slink. Watch out for the red warrior imp on the... 


stairs—he’s a little hardier than the others and ~ 
even has a special move of his own. When the red : 


imps are defeated, check your health levels and : 


follow Slink out of the room. 


_ Fig. 2-17. What could be in that chest? 


hat you protect Slink. It really is possible for the red 
im, So you ’ve got torun ie If you don’t 


“reload the game fh m ae you last saved it. Le you don't save 
Slink, jai miss out on some treasure! 


You find some red warrior imps in the next room 
burning books. Take down the book vandals, then 


follow Slink out the door into the next room. 

~ Slink snatches a potion lying on the floor and 
runs away, saying that he’ll never share his treas- 
‘ure. He leaves you with the chest, but beware 

-before you open it—you’re surrounded by red 


_imps.as soon as you do. Finish them off, then grab 

_the goodies, check your health, and have a quick 
word with the Chronicler before heading back to 
Slink’s room. 


Fig. 2-18. Slink’s treasure trove. 
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Follow Slink through the next room, and back to the room where he pleaded for mercy. Brace 
yourself. If you haven’t checked your healt and ee oe i: do so now, because 


you’re in for a surprise... 


Fig. 2-19. A monstrous Slink.’ 


Teronus 


At last you reach the observatory, where Teronus 
is blasting some red imps. Teronus sounds a bit 
superior when he addresses you, but tells you the 
telescope can’t be used until.the boiler that pow- 
ers it is repaired. Unfortunately, repairing the 
boiler in the caves below the library may involve 
taking on the lead demon. Follow Teronus to a 
chest housing the ice wand and pick it up. y 
Teronus activates a teleporter back to the bey eo 
entrance so you can get closer to the lift to the &. 
boiler room. Follow him into the teleport rings. 


Baceling’ Slink 


' Before your eyes, Slink quaffs the potion and 


endous size! Don’t even think about 


easing the catapult—it’s useless‘on him. 


Slink uses stomping attacks that shake the floor, 


& tries to smash you with his club. Just monitor 


your health; and attack Slink with your sword— 
you'll defeat him. You may need to eat a little food 
during the battle, but you can finish him. Exit at 

| the top of the stairs. 


Granddad decides to take the long way rather Fig. 2-20. Teronus prepares to teleport. 


than trusting any magical mumbo jumbo. 


The scene cuts away to show Fuge and some guards rurining toward the library entrance, and 


then you appear in the library’s great hall. 
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Fuge ftuns in, charges Teronus with treason, and 
ly mentions finishing what he started all 
years ago—is he referring to something in 
Granddad’s past?.Granddad leaps into battle as the 
guards charge forward, yelling for you to run. He 
cuts down the guards, but is no match for 
ith his last words, Granddad tells you to 
run—and-run you should, because you don’t have 
hance against Fuge right now. Exit to the 
i following Teronus through the sparkling 
gnore Fuge’ s taunts and look ed to 
vengeance. 
On-the other side of the sparkling archway, 
Tero 5. tries to soothe you with some kind 
elow, but won’t be able to reach them just yet. 


Fig. 2-21 1. Granddad’s last batt 


words. You can see Sa warrior imp and a che 


‘is Sue if you eek but remember 
ou can’t use your special attack 
us ful against some of the warrior 
need to start using it. 


came in. 
sparkling 
catapult, the 


t 1 rith the c catapult. . 
Take aided c care to shoot the one that comes run- 
ning with the yellow horn, because he summons Fig. 2-22. The fountain. 


Chapter 2. The Galleon 


more imps if he gets a chance to blow it. Once they’ re dealt with.and you give Teronus a piece 
of your mind, the.Chronicler appears. Save your game and exit to the right. This room is empty 
until a red i imps runs in to blow a horn. Flying imps wing in around you. Wait until they close 


Fig. 2-23. Freparins to epen the chest. 


because red imps, warrior ‘imps, and flying imps 
arrive quickly. Wait at the top of the staircase and 
deal with thé red imps and flying imps with a 
series of back slashes. Once you finish them, 

check your health and advance down the stairs to 
fight the guardian,imps. Exit to the right. 


: 


in and then do a series of back slashes. There are 
two waves of them. 
Move through the door to the right to reach the 


lower level of the room with the sparkling door. 
Take on that big warrior imp guarding the chest 


you saw earlier. Some red imps teleport in to help 


| him, but you’re in no danger’as long as you watch 


your health. Open the chest, grab the goodies, and 
head back to the fountain. 

Equip your catapult and leave the fountain via 
the left exit. You walk into a room where some 
imps await. Use your catapult to take out the imp 


with the catapult to your left, as well as the danc- 


ing imps on the floor below. es re- up, 


Fig. 2-24. Ready for battle. 


At long last, you’ve reached the room with the 


lift. Teronus waits behind to operate the lift while 


you climb inside. 


Fig. 2-25. The lift room. The broken boiler 
can be seen far below. 
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Objectives 

° Meet Dr. Buzuki and Flink 
e Kill the Demon 

e Reach Rain 


Fig. 2-26. The boiler room. 


and advance teffard the bottom of the stairs. A 
golem walks forth—blast him with your ice wand, 
then move to the foot of the next set 


of stairs. 


Use your ice wand ¢ on the Solems at the bottom 
of the stairs. If the wand runs out of energy, . 
switch to your sword..Hang out here for a 
moment until the wand recharges (remember to 
access your magic items pie chart to find out). 
Check your health, then save your game with the 
chronicler. Exit throtee the archway through 


which white light shines. 


Step out of the lift into the boiler room. Pretty 


soon some imps run out a door in the boiler. 


: Let them leave and head into the boiler yourself. 
| The janitor has a talk with you. He’s a friendly 
‘sort, if a little simple, and promises to start the 


boiler if you kill all the imps. He even gives you 
a silver key. 
Head-after those red imps you saw by going 


through the exit to the left. Make sure you check 
our health. 


An immense cave with stairs looms before you. 
Scroll down to the bottom of the screen and see 
just how deep this first cave is. Equip your ice 
wand 


Fig. 2-27. At the bottom of the first cave. 
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You’re in for a long, protracted fight! There are 
golems in here, but your real enemy is a near- 
le red imp shaman who continually re- 

animates the golems after you destroy them. You 

should be able to “see” the imp shaman and attack 
him even when he’s invisible—he only appears 
»completely solid when he’s re-animating a golem. 
~ To win this battle, use the ice wand and switch 
back to your sword while it recharges. With the 
“war d, you can blast from a distance, so keep clear 

( those golems if possible. Watch your health bar 
and be prepared to eat food from time to time. If 
~ you really have to, quaff some health potions, but 

you =e try to save those for later. When you’re 
through, exit the room via the door to the right. — 

Talk with Dr. Buzuki and his purple imp friend, 
Frink. Dr. Buzuki iS an alchemist, ex d to the 
caves by his colleagues: cat se-of the noise and 
stench his research I 
door on the right— janitor gave you 
the silver key, it opens. Wal esas the door and 
take the goodies out of the storage room, then 
head back to the room where you fought the 
shaman imp and the golems. Get teady for more 
golem whomping. 

When you enter the first golem cave, scroll See F 
down to the bottom so you see just how large the ey 
room is and just how many golems there-are in 
front of you! Take them on one at a time by»... Fig. 2-29. Your first meeting with Dr. 
advancing only as far as one landing. Eat if} you Buzuki and Frink. 
need to and switch to your sword when you need to recharge your ice wand. Remember that 

o get close enough to fire from an Bobet icied angle, so always head toward the bot- 


Meg 


Fig.2-28. The golems and the shaman imp. 
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through the a 
golems were. 


reeling. Head doy 
then fire on the 


2-30. The bottom of the first 
golem cave. 


instance, you 
shield. Now 


Fig. 2-31. The Demon appears. 


our tactics are fairly simple here. Shoot the 
Demon with your catapult, then re-equip your ice 
“wand to blast him when he laughs at you. After 
ufire, duck behind the rock wall to avoid the 
mon’s blast: 


Fig, 2-32. Using the catapult. 
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From time to time, the Demon 
imps. When the Demon does this 
and can be hit with the Tce Wan 


ie 


because ‘hese don’t ra ais you too badly. Keep a close 
watch on your health, ang eat food if you, 


© Fig, 2-33. Activating the telescope. 


To turn on the he switch on its controlpanel to lower the chair. You then see 
the galleon. glidi a eo 

You realize that th 
wants to go back to 
For all his posturings ‘Teronus se 
you depart.” 


of Rain, and say as much to the Duke. He 
form a plan, and you reluctantly agree. 
as to have grown fond of you, and wishes you well before 


Back at the rebel camp the Duke and Sekune out- 
line an assault plan on Rain. You'll infiltrate the 
city in small groups, because a head-on assault 
would be suicide. 

It’s raining in Rain, but then, it always is. 

ie Duke splits everyone off into units, and 

re paired with Sekune, who quips that she’ll 
‘otect you. 

__ Now’s your first chafice to handle two heroes at 
-ofice. Select both David and Sekune, then set 


| Sekune’s special attack, because it’s currently 

: blank. Make sure that David has his shield and 
as ice wand equipped, and that Sekune is equipped 
ekune. with her bow, then send them running after the 
“ other rebels. 
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Fig. 2-34. Selecting David an 
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reach a cobblestone street where two guards 
Vith Sekune and David both selected, fire 
| wand and arrows. The 
q 'y. The Chronicler appears. Grab 
the goodies and sword the guards dropped and 
save the game. Get ready to head deeper into Rain. 


nside the gate at R 
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| Objecti es 


Master multiple character contr y 


‘Survive a 


"© Find the gate with the b 


‘Get Jimmy’s teddy ea 
Find the Tower of Ol 
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As you dash through the lightning- haunted ae of Rain, you should practice controlling both 
heroes. Remember that you can shift back and etween selected heroes with number 
keys, that you can send one forward while t ne waits, and that you can have either 
character re-equip with different weapons. Try fighting with the dispersal key on and off so 
you get a feel for its usefulness. Guards and thugs wait around almost every bend, and it’s a 
fine time to hone your combat prowess. 

Make sure David’s ice wand is recharged»and he’ s wearing his shield, and arm Sekune with 
her bow, then exit to the bottom right. 

You arrive ata four-way intersection and are quickly surrounded by guards. Take them down 
at a distance with bow and ice wand, then’Switch 
off to swords and special attacks when they get <— 
closer. As always, check over your wounds and eat 
if you need more health points. Exit at the top. 


You see a cluster of guards at the bottom of the | 
street. Hit them fast with arrows or ice wand, then 
leave Sekune safe under the arch and send David 
to the bottom of the street, where he can blast the 
archers with his ice wand. Don’t forget to pick up 
any goodies dropped by the guards. Let the ice © 
wand recharge while you check your health, then 
charge out of the bottom of the screen. — 

Two more archers stand watch over a barred Fig. 3-2. Archers on the pridge. 
gate on a street with a lone lantern. Take care of 

“ the 
archers and the gate soldiers, then head back to 
the four-way intersection. Once you arrive there, 
head right. 


| NOTE: Later in the game this gate is 
open, giving you access to many 
more locations in this sprawl- 
ing city. 


One of the rebels lies wounded near the bottom 
Fig. 3-3. Ambush! of the screen, but as you approach to help him he 
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uses his last breath to cry out that it’s an-ambus chers throw open the shutters of the 
houses to the top and right and guards run out of oors. Send Sekune and David almost to 
the bottom of the screen and take down the a , but don’t take too long about it—you need 
to be fighting the foot soldiers because they’re on top of you in.no time. Check your wounds, 
because you’re bound:to be injured after this scrape, then return again to the four-way intersec- 


tion. This time, exit at the bottom of the screen. 


A “Y” road looms ahead of you and a troupe of 
guards is finishing off some rebels. You’re too late 
to help, but you can avenge them. Once you deal 
with the guards a chronicler will appear. Save 
your game and leave the screen via the right fork 
of the Y. 

_ The first thing you see as you pass beneath an 
arch is a guard on patrol with a fierce hound. 
Take down the hound before it can close, and get 
ready for more. Reinforcements pour in. Deal 
with them, then exit to the bottom right. 


Fig. 3-4. Exit the fe wir-way intersection to 
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[ S can sometimes jump 
out of the way of arrows, ice 
blasts, and any other ranged 
weapons! 


@~<@ 


Fig. 3-5. A hound readies to atta 


All seems quiet on the following S-shaped street antl you regen its center. Suddenly guards 
close in from the top and bottom. We you finish them, exit at the: top. 


A guard awaits on a walkway on the next street, and he quickly summons guards and two 
hounds. Try to take him down, then he | hounds—the guards that rush in from the bottom 
won't run in for a few moments. A er the fight’s over, the Chronicler appears. Save the game 
with him, then exit through the arch at the top of the’screen. 
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flanked by two mterns. Two guards patrol the intersection, but if you’ve recharged 
: trouble. Move through the bottom of the screen. 

by a knife thrower and a number of grunts. The knife 
be dealt with quickly. More guards run in while 
carefully and eat food if you need to. After it’s all 
over, scoop whatever food is left and be sure you 
have Sekune grab those throwing knives—she’s 
probably low on arrows by now and could use 
some ranged-weapon power. Head back to the 
lantern stairs and exit left from that screen. 

The Tower of Othias looms in the background 
| the next street, but you don’t have time to 
ire the scenery. Another knife thrower waits 
at the end of the street. Take him down—and as 
‘many others as you can—from a distance, then 
}close to finish them off. Check your health and 
| exit at the screen bottom. 


thrower is Doe tougt 
you’re fighting these, watch 


Fig. 3-6. Beware the knife thrower. 
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Next you come to the gate to Lower Rain, but 
you don’t have the code to get in yet. Just take 
note of the location, head back to the lantern 
stairs, and climb them this time. 

At the top of the stairs, you arrive at a cross- 
roads and walk into a real fight. First knock out 


) thearchers that wait to the lower left and lower 


right, then worry about the foot soldiers. Once 
you deal with all of them, check your health, wait 
for your ice wand to recharge, and exit to. the bot- 


tom. You’ve got an even tougher fe ahead of you 
on the next screen. 


Fig. 3-7. The bell. 


A band of grunts is beating up on an old lady. 
No way are you going to stand around while that 
happens! The only problem is that there’s a knife 
thrower involved, and another runs in from the 


left of the screen. As if that’s not enough of a chal- 


lenge, there’s a bunch of foot soldiers. Take as _ 
many down with distance weapons, then close for 
sword fighting. 

Once you vanquish all of them, Edith introduces 
herself and tells you.a sad.tale. Her son, Jimmy, 
was taken to jail by Silver’s guards many years 
ago, when he was just a little boy. She asks you to 


Fig. 3-8. Rescue Edith! 


look for him, and gives you a teddy bear that he’s sure to recognize. Take the teddy bear, pick 
up any goodies, check your health, and return to the crossroads. Take a right. 


Zo 
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heading back to Haven to talk strategy. Everyone 
returns to Haven. 


e Learn of the eight magic orbs 


© Get the magic horn 


Fig. 3-10. Frink has important news. 


bites himself. 

Dr. Buzuki is agitated and tells: David aad the Duke that the Oracle is about to waken—they 
need to get a move on. The Duke explains | . only sinister omens can rouse the Oracle into 
visible form. 


Chapter 3 Rain 


When he O tele appears, the news isn’t good. 
i trying to win favor from a dark god, 

is schemes are successful, he’ll 
turn the would into a realm of nightmares. The 
only hope lies. with eight magical spheres, created 
an by a vanished civilization that faced a similar evil 
4 ~300.decades before. 

Unfortunately, the Oracle can only answer four 
uestions, “and when it’s asked for the location of 
pheres that’s its last answer. It reveals that 
‘irst orb lies with the hermit wizard Othias, 
| then presents David with a horn to open his 
Fig. 3-11. The Oracle bears grave tidings. towengate. a : 

oo . , _ The Duke tells David to go after the orbs. In the 
time, he and the other rebels will wreak 

y be. David hows that Othias knows where the 


where he brews alchemical concoctions. He offers 
you, one for a “wee gratuity.” If you tell him 
you’re interested he gives you one for free. 

Save your game with the Chronicler, end get 
ready to look for the orbs! 


Fig. 3- 12. Talking to Dr. Buzuki while the 
Chronicler awaits. 
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Select David—you don’t want to waste any of Sekime’s arrows. Now pull up the map and 
select Othias’ Tower. The screen goes black, announces that some time has passed, and then 
you stand once more at the rendezvous point. ~ 

Move your cursor to the glowing door and the icon of a horn blinks. That means that the 
horn the Oracle gave.you is required to open the door. All you need do now is double-click the 
sparkling door. David. runs is forward, sounds the horn, and the sparkles fade. 

Five green imps dance happily within the entry 
Pt Othias’, Tower. Take them down and you’re 
rewarded with two or three bags of gold (it varies 

‘each 'time you visit), each holding five gold pieces. 
stumbled upon a real cash generator here— 
the imps continually regenerate, and so does their 
 gold..All you have to do is'exit the screen and re- 
enter, and the imps return, along with more gold. 
| Throughout the game, if you’re ever short of 
funds, you can return here. 

: For now, though, head through the archway into 
Othias’ Tower. : 

Othiasis a little suspicious of someone breaking 
and entering, but once you explain that the Oracle 
ave you the horn, he’s more welcoming. When 
t the power of the dark god Apocalypse, Othias hands over 
the orb of fire magic. He also invites you to look 
through his chest. Inside, you find your second 
special move—the Reaper—plus a broadsword, a 
steel key, and an enchanted armor potion. 

Have another word with Othias before you leave 
and he tells you that he doesn’t know waere the 
other orbs are. Rats! 

Equip David with the orb of fire gag a 
sooner you start using it the better you get at 
using it. Equip the new special move for both 
Sekune and David, then exit the way youcame in. 
Try out the fire orb on the i imps by selecting 
David, holding (en, (Girl), and left-clicking at the imps. 
Notice that you quickly run out of magical power 
(remember that you can monitor this by watching 
the bar directly under your health bar). It takes a 


Fig. 4-3. David receives the orb of fire. 
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while for magic to recharge, so you 
as well. ; 
The next place weapons, so you might 
as well earn some more any times as you wish, 
killing imps and collect ough this may take a 


ew special move on the imps 


: oney with both the food trader and the fellow 
by the fie—diens out . Sekune’s probably long since run out of m most of 


her arrows. and, BeFiving kn 


game to recoup’ your health by? eati 
on one a potion. =» 


Prima’s Official Strategy Guide 


e Defeat the 
e Locate the ; 


‘At David’s house, you hear some clang nois- 


. The others won’t close i in ‘until you cross 
bridge. You can take them out with fireballs, 
ne shot each, before they reach you. — 


Fig. 4-4. Targ ing the 
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After you deal with the monsters, check you 
health, recharge your magic, and move on to the 
right. Don’t. bother going into. the house—there s 


your guard, because as. S you walk toward the center 
of the screen, tree‘Sprites run out of the top:ex 
two waves of thrée. And just as you finish them 
off, larger tree gow erupt from the ground 


Switch back 
magic, and y 
recharge pot 
screen or th 
fight. If one : 
ing on with 


m th , where you can find | . 
2 stone path banda num ers Quite probably you'll 


ition fighting them. F 
reach the fairy ring, w re 
healed. It’s. probably 1 not 
return later in the game to 
the ee orb. 


ut ou mr may want to 
least ne you find 


they’re all deac 
At the cliffs 


use you come across some dead bodies. Two hounds stand 
top of the cliff. Unfortunately, you won’t have a clear shot at 

them until you climb to the top of the chiff, so make sure you have David’s fire magic active—a 
few fireballs can take care of them. 
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Enter the cottage. Vivienne nea 
out by eanenn then Sekune intr 


Vivienne walt toj 
vengeance. By all : 
Once she’s a mé 


ret into firing range before 
ttacking the hounds. 


Seems the 
and he orders 


em, the mayor and the remaind sr flee, dropping 
the city key. Pick it up, check your health, and let 
your magic recharge, then have a chat with the 
Chronicler, who has reappeared. © 

Equip David with the ice wand. and exit to the 
'] top left, the way the mayor and his guards went. 
You come upon a scorched area. Vivienne and 
Sekune chat briefly about the odd crater you find, 
d the armor in its center. There’s no time for 
ther discussion, because fire sprites attack pret- 
Aty fast. Fire weapons understandably do little good 
swords; and arrows work nicely. They leave a few spell orbs 
ao good a didn’t use any magic against 


| the ice iid, aloes him as the only hero, and 
for the fire sprite. 
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The Fire Sprite 


There are two key ingredi eating the fire 
sprite: use cove! 3 pe se. The burnt tree 
trunk toward the mic 
best friend. When. t 


hide behind the bpor 
your wand i is ea wait just 


really daring 
may be able 
not worth th 


takes cover while his ice 
wand recharges. 


d don’t have them selected yecause they 
‘get in the way when you run for cover. This 
@ means that they both get gravely wounded eventu- 
ally, but rest assured that they’re restored to full 
health when the battle’s over. 
Occasionally the fire sprite sends one, two, or 
even three junior sprites against you. Deal with 
them quickly and then get back to your tree 
trunk—you don’t want them luring you so far out 
he open that you don’t have cover. If you do 
wounded, gnaw on some food or quaff one of 
ur health potions. If you bought any enchanted 
armor potions from Dr. Buzuki, they can help pro- 
ou a little, but don’t think they make you 


one goes up a level, and the Chronicler appears. 
Leave via the upper € upon an impassable barrier—some burning trees. If you 
put your cursor up to it you can see that a necklace is required to pass, a necklace that you 


e Buy Jonah’s curse 
° Get thrown.out’by Mildew 


Recruit Jug 


the scene @ Gide the cave near the ‘a 
and exit at oe oe You.find yourself at Haven’ S 


find. pauthicr gate. : 


Fig. 4-10. Exit through the 
other gate to Haven. 
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You arrive outside of Rain, and guess w. 
around, isn’t it? Enter the gates. 


f.the more aptly named cities 


You're’ Gr at Rain Gate. Move on to the four- 
ntersection and exit at t op. Pass under 
ridge where you fought t 
is screen at the bottom. oo 

This is the closed wooden door where you faced 
off against the knife fighter and the archers. You 
can get through this time because you picked up 
the key the mayor dropped. Click against the door 
and it should open for you. Walk on through. 

Now you can get a close look at the tower and 
walkway. Pretty soon some thugs come walk- 
along it, and some more run in from the right. 
As usual, take as many of them down as you can 
‘before they can close, then wade in for some close- 
ge combat. After the battle, scoop up any good- 
‘th ay to the left. 
some e fool’s hung laundry out to dry. Move around 
the boxes so you nave a deus se guys, then watch out for the ones that come from 
the right. Scoop up their goodies, eat some food if you need to do so, then exit to the right. 

At the top of this street, some thugs are beating up an innocent bystander. As you run up the 


Fig. 4-11. Open the gate with the j 
: 7 mayors key. 
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off the stairs—more thugs come 
kr ves they dropped and exit to 


Thies mote thugs come runt A Finish them, 
then scoop up the scroll one of them drops. What 
do you know—it’s the Cleaver special 
ing this screen through the archway ni 


at the bottom. 


2. Watch for the scroll that teaches 
you the CLEAVER special move. 


Fig 


thugs wait here, and as soon as you fight 
n some hounds come running in from the 

ght. Now’s the perfect time to put that new spe- 
cial move to use. 

When you’ve finished them off, the Chronicler 
appears. Check your wounds, recharge, and have a 
chat with him. Leave with all heroes selected and 
exit the screen to the right. 

After this long, wet journey, what could be more 
Icome than a warm fire and a flagon of mead at 
‘iendly tavern? Unfortunately some pirates loi- 
te ng outside the tavern are pretty determined to 
pick a fight. As soon as-you approach the door, 
»-they draw their swords. Finish them off and move 


Fig. 4-13. ‘fireball. 


David readies 


Times are hard, but t in the » Rainbow’ s End tavern are still managing to have a fine 
time of it. You find folks ing quietly or dancing on tables, or singing with a pianist. 
Take a look around—there are five people with whom you can speak. One of them is over at 
the bar, which isn’t immediately visible w: you first enter. It’s on the bottom right. 
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The first fellow you. want to speak with is the old 
man by himself over by the left of the screen. This 
is Albert. Albert prattles on for quite a while, but 
be patient. He promises to tell you something 
interesting if you give him 30 gold pieces. 
Accept the offer by selecting the checkmark. On 
» your, way through the city, you should’ve scooped 
up about 200 gold pieces, which is just a little 
more than you need here in the tavern. 
Albert coughs and chatters for a while longer, but 
he tells you he knows how to get through the gates 
to Lower Rain with no questions asked. He then 
~ tells you the secret bell ringing code to get in. 

Don’t worry, I’ll list the steps of the code in order 

when you reach the bell. 

Once Albert dismisses you, move on to the fel- 
low walking about with the big red glowing 
sword. This is Randalph, a drunken wizard, and 
he’s hard to miss. He’s already inebriated, but that _ 
doesn’t stop him from hitting you up forsome 
more brandy. He'll get around to offering you his ok. che Muueres ee. bar UL 
sword for 100 pieces. Buy the sword by selecting lasht offer! Intereshted? 
the checkmark. 


Fig. 4-14. Inside the tavern. 


NOTE: Depending on whom you’ve 
selected, the interactions / 
vary slightly. The characters ™© “ 
yowre speaking with tend to Fig. 4-15. A sweet deal on a fire sword. 
be a little more complimentary © 
to the women. Randalph’s © 
attempt to seduce Sekune is pretty amusing. 


Ls 


Now have a chat with the barkeep, Mildew. He’s the sour one in green pants who keeps 
walking back and forth near the bar. He’s not the friendliest of sorts, and he’s very suspicious. 
Unfortunately, you can’t get any real info out of him and before the talk’s over he accuses you 
of being in league with Silver! He tells you to get out of the tavern. If you try to talk to him 
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eT again, he tells you again to leave. Ignore him. 
) the fellow in the hat near the bar. This 
1 can always tell a good pirate by how 
:s he has left, and Jonah must be one 
of the best, because he’s missing a leg, 
a hand, and one eye. Jonah tells you he’s carrying 
sed treasure. He offers you a cursed 

Ol 30 gold pieces, It’s a strange offer, 
and take him up on it by selecting 


er you buy the doubloon, have Vivienne 
pproach the very large bearded man in silver 
armor near the screen bottom. Get used to looking 
this i is Jug, and he’s apt to be with 


Fig. + Select Jug to join your s 
mene band. 


ind sélect Jug. Sele Iced back’ to camp. 
| have the cl er special move, and give him a spare 
3 because they’ve put up their shields and 
tavern. Give Vivienne the fire sword so you can 
see what it does, and equip magic again. Exit the bar the way you came in. 
Watch your step, because more pirates are lurking outside the tavern, and others come run- 
ning from the left and right. With Jug fighting on your team and Vivienne and David packing 
fire magic, they shouldn’tbe much of a problem. 
Pull up the map and select Othias’ Tower. Now’s the time to stock up on some gold, because 
you'll soon be heading out.for another orb and need some more supplies. Head back to the bar- 
racks and buy what you need, then move.on to the Oracle. 


Equip Jug will 1 
shield if you have 
swords so as not to int 
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After you buy some potions, leave .the Oracle via 
the bottom exit. Another Haven’s gate lies before _ 
you. Exit it and you enter the land of Winter, vil 
home of Silve 's daughter, Glass. LP ee 


a and 6 on. 
it should ‘Open 
because } you found the your ravels. ae 3 : 
Move on through and head across the other bridge : — 
in the same Way—there’s a monster under each of 
these arches, too. Exit.at.the right of the screen. 


Fig. 4-18. Advance across the arches care- 
fully—here there be monsters. 


<3 
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A few of Glass’ Viking suard: 1 the next 
bridge. Take them out with fire magic or blasts 


from your fire sword, then move a little further oe 
f 


and target the snow leopards on the right si 
the screen. Move.on a little further and 
out the guards on the balcony. When 
ished off, a Chronicler appears where the 
leopards were, 


4 19. Target the snow leopards. 


Exit through the cave behind where the Chronicler was. The big blue ice monsters are called 
wampas, and there are a lot of them in this cave. They’re a real handful unless you blast them 
with your fire magic or fire sword, in which.case they drop after one blast. Advance slowly, 
leading with David. ‘When he’s 0 of magic, switch to Vivienne and the fire sword. Once all 
the monsters are out of th other flying monster wings in from the top—dispatch it in 
the same method. Wait until David’s fire magic recharges and exit the screen at the bottom. 

Oh, and don’t forget to snag that roast rat ibe wampas dropped. Them’s good eatin’. 
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and the little floating i ice rites. Let David’s magic 
charge, and exit to the right. 


health, eat'some food, wait for 
recharge, and open the door. 


, snarling. This is Angus the Frost 


vid with fire magic, Angus is almost a 

th bars and may have to stop to munch food. 
David needs to switch to another weapon while his magic recharges (unless you bought some 
magic potions from Dr. Buzuki), but you should be able to drop Angus in no time. 

Angus attacks with his axe and can call frozen 
stalactites from the ceiling, but he’s ‘so susceptible 
to fire assault that you should just grin and 
bear the attacks, eat food if you get hurt, 
slug it out. 

After you fight Ange you $0 up anotl 
Walk through the doors you opened. You fin 
tomb and one else... 


entrance to the library of Gno. He leaves and a4 04 aoe 7 
Chronicler appears. Save the game with him and : oo 
get ready to head back to Gno. - Fig. 4-21. Here comes Angus! 
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ance to the library of Gno. 
the professor you saved 
pproaches. He’s so upset 
onundrum to ponder, 
wn. Talk to 


You enter the li 
earlier. Before y 
that he’s 
but of cou 
Professor Velding. 

Velding tells yo 
long forgotten cat 
Unfortunately, : 


Tower you 
first—you n 
Equip Vivie 
fire magic. 


When you exit from ‘ 
should look familiar becaus you p 


right, you arrive at a street with a lone tree. It 
way when you were going to rendezvous with the 


Chapter 5 Spires 


xit this screen to the left. (You want 
our way back to the screen with the bell 
labeled as “Gate to Lower Rain” on 
the map of Rain j in Chapter 1.) 

You next come to the crossroads. Exit down the 
stairs to the left. You enter the screen with the 
nked by lanterns. pit to the cea where 


Fig 5-2. 


happens to be the 
and click on 


1. Ring the bell 
2. Ring the bell two t 


3. Ring the bell onée. 


The trick is to click gaia after the bell rings, or 


appeats. 
the gate. 


Fig. 5-3. The way is open! 


a lot of them, but you should come away from this 
ck up what they drop, heal your heroes by eating 


scrap with only 
om left by the fence. 


some food, then exit to the 
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ing about. Humor him and buy some Silver from 
him. Albert asks thatdf you do 1 run into the were- 
wolf you simply wound him a little so as not to 
ruin an old man’s business. 

Equip everyone with swords and ax 
to the right. : 


David walks , sist a man lying in the 
street, but quickly sees that he’. you guessed it, a 
werewolf!.1t’s possible to fight the werewolf with 
magic; but it doesn’t work nearly as well as cold 
th a little silver, and you probably won’t be 
le to kill him that way. Go in with your swords 
and axes, and you should soon finish him. Eat a 
mz zi little to recharge your health poi 


sun sign. Pi 
the left, bu 
magic. You’ 
some of them 
keep coming. 

When you finish of 
magic, exit to the left. 


Fig. 5-6. The raftsman. 
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ting near the dock looks a 

a chat with him. For the 
on he promises to take 
thing you bought it from 


a deserted tower, and 
d should use Professor 


‘Fig. 5-8. Silver addresses his minions. 


ttempt at a jail break. 
orb in her possession is safe. She says 


Once Fuge leaves, Silver asks Glass, 


that she’s assi, 


The airlock 
lobsters scuttle 
Once they’ve 
with the Chronic 


Don’t go for 1 the gold on the lan 
to the bottom of the screen. Fish 


Fig. 5-9. Attack of the fish men. 


men, who lob fireballs. At least one of the fish 


pull out the. : ye 
ht need it later in Spires. 


men drops a he: 
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Heal and recharge your magic, then exit at the 
screen bottom. 
More lobsters and magical fish men await 
the next room, which has a colonnaded entryway. 
These guys are nothing compared to that last 
room, so finish them off, let your magic recharge, 

and exit at the bottom of the screen. = 
You next come to a corridor, and the enemies ; 
just keep coming: first lobsters, then fish me 
then magical fish men, then more fish men. 
you run out of magic, switch to weapons an : 
special moves, switching back and forth between — 
heroes. If there are still enemies about, switch Jug = Fig. 510 The’eandelabra room. 
over to fire magic 1. He’s not very good. at maSic 
but he’s good for two blasts, which just might be 
enough to help out. 
After the battle, tend to your injuries, Pritch Vivienne and David back to magic, let their 
magic recharge, and « exit onto the next screen. 


_At fae a. seems like this is another t room filled 


fends pour in. Knife throwers¥ are part of the 

| second wave, and they stand back to fire while 
you battle the foot soldiers. You run out of magic 
pretty quickly, and then you have to switch over 
to brawn. 

There’s one good thing about this set of guards: 
they carry iron-rimmed shields. Scoop up the 
shields, along with any food. Open the chest, 

»where you find a broadsword. The Chronicler 
pears, but don’t save with him just yet. Heal 
yourself and recharge your magic. Arm Jug with 
_ Fig. 5-11. Ambush! the fire sword and put an iron-rimmed shield in 
his other hand. Even if your ice magic has reached 
—  level2, leave it set at level 1, along with fire magic 
(Vivienne and I f more ‘shoe that way). Seléct all three heroes, with Jug as your 
primary hero. Now save, and ready oe for your first (and only) meeting with Jag. Exit at 
the top. 
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The Aqua. Dragon 


Jag awaits on the other side of the c 
any attention to the ominous thrum of wings—and thus 
him. So much forJag. 

Although running under a dragon doesn’t sound 
like that good of an n idea (and when 


busy taunt g you that he doesn’t pay 
Aqua Dragon makes short work of 


agon flies over to the top circle for a better shot, 
lose as you can and blast his underbelly. — 

This strategy wounds the drag quickly, but 
you can get wounded, too, because the dragon 
occasionally lands on you and hits you with acid 
breath. Keep eating food and drink any healing 
potions if you have them. You can grab the spell 

_orb and equip it to heal heroes, but it’s often more 

a hindrance, as it drains magic that could be 

d to blast the dragon. Fortunately, magic orbs 

appear after the dragon takes major damage, and 

you can send a hero over to grab one—at which 
nt the hero is promptly recharged and can open 


Fig. 5-13. There’s a little cover in the — 
alcove near the top of the screen. 
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When the Aqua Dragon is finally dead, your heroes rise 5 Ronee level, and the Chronicler 
appears. Before you save, equip David with the orb ealing. . To heal another character, 
select the spell caster, then point at whomever you ) heal. Get used to the process, 
because you'll be using it alot from 1 now on. After David’s ‘magic recharges, switch him back 
to fire magic, save the: oe return to the room where Silver’s. men E spushed you, and take the 
left exit. : / : 


men. Try switching back and forth between 
David, Vivienne, and Jug’s fire sword to take 
them all out from a distance. It may be best to 
run toward the bottom of the room so you’re not 
surrounded, but you can handle them from the 

center just fine. Use magical healing when you’re 

| done, and use the spell orbs that appear to 

scharge your magic. 

» Open the chest. Some food, gold, and the infer- 
‘num extinguere lie within. Scoop it all up, make 

| stire that no one’s still equipped with healing 

| magic instead of something offensive, and exit the 
screen to.the bottom. 

Fig. 5-14. This ch — You enter a room with a fallen ceiling support 

infernum extinguere. ~~ beam. A chest appears as soon as you walk in, but 
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when you approach it you’re charged by ish 1 
men so they don’t blast you, then worry abo 
at the end of. the battle. — a ; 


lobs ers. First take out the magical fish 
S. ‘The tough part is the bats that fly in 
A tinuously perform back slash- 


he map. Select fire tree, in Verdante. 


Fig. 5-15. The fire dies down, and the way 
t is clear — you. 

cursor in front of the fire 
down, opening an exit. Before yor 
that Dr. Buzuki wants a word wi 
to the Oracle. ; 
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Once you’re standing outside the Oracle 1 
talk with Dr. Buzuki. He tells you that he’ 
increased the potency of his potions, the: 
you want to buy any. He has several new kinds, 
including a strength potion and exploding vials. 
Before heading back to the fire tree, you should 
go buy food, which is still cheaper than heali 
potions. Return to the fire tree, equipJug with the 
fire wand, Vivienne with ice magic, and David 
with fire magic. Next, select them all (wi 
the primary hero), and exit through the to 
You now enter the swamps, and someone has 
left a trap for you. As soon as you 
gold, enemies rush i in from the left, then the righ 
then the left. There’s a bunch of them. F 
Fortunately, you can blast.almost all of t aS 
before they get too close. etch Jug, o the long sword or the ice wand once his fire wand gives 
av is onicler. There are 500 gold pieces 


16. Hmm. Séincone’s left a bag of 
‘old here. That’s odd... 


Tombéfottee poke’ up fond 
ae lies before you. The swamp p 


come S46 too mich harm. 
Check your health, equip with normal weapons, 
and exit at the left. 


Don’t bother introducing yourself to the 

| Tarrasque. His social skills are about as polished 

s his table mannefs. Just wade in and start bash- 

| ing him. (Don’t bother with your magic—it does- 

‘n’t seenmto have any effect on him!) Use special 

moves, and keep a close watch on everyone’s 

Fig. 5-17. Tricky swamp monsters. health. When he starts to sparkle, run to the 
“screen edge or be deluged by a fire storm. When 
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sare sucked into the Tarrasque 
agic. He’s also got a nasty 


It to avoid. Just eat food 
ear him down with 


et more gold, and a lightning staff. 
ith the Chronicler, Whos s once 


Fig. 5-18. T 
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Now that the Tarasque is vaporized rot n 
first swamp screen and take a right. You < 
a clearing ringed by large mushrooms 
leg rests in the center of the area. The clever 
swamp monsters have devised a variation on their 
gold trap—as soon as you pick up or pass near the 
chicken leg, waves of blue and purple s 
monsters charge. Finish them off, pick w 
roasted rats they drop, heal and recharge, and 
to the left. 


: Fig. 6. 1. Alli is quiet until you approach 
oe the chicken leg. 


Blue and purple swamp monsters stand near long torches thrust through human skeletons. One 
has a longbow, so take him out before he ca rt firing. When you blast the swamp monsters, 
more come running in from the top and bottom of the screen. 

To the left, between the two swamp trees you may be able to make out a nearly invisible 
object. (As a matter of fact, ave noted.a few of these throughout the game.) You can’t 
open this invisible chest yet ed I'll tell you when you can and lead you to all of 
the invisible chests when the me is s tight: For now, recharge and exit at the top of the screen. 


i) 


Fig. 6-2. The monastery. 
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The air is clear outside the swamp, and a 
looking monastery sits on a nearby cliff. A 
‘bed in purple approaches you and relates 


asad tale. 
The monk tells you that the monastery’s water 
supply has been poisoned and that the monks are 


1ented (he was in Rain during the period of 
vand is unharmed), He says that he’s 


trong and Rgbcient i in the more traditional fight- 


he’s even more talented with magic <_ di is. 


Exit toward the bridge. 


A lone monk runs from you as you Deady to 


cross the bridge, but he signals for reinforcements ! 


and soon you’re surr 
Finish them off and 


tain. Don’t be distracted by the 
out to challenge you—you ’re att: 
behind first. 


More come running in n from both ‘des of the 
screen, but if you all have magic equipped (Jug 
eapons) you come 


with one of the magi 


through pretty much unscathed. Exit tpt fhe Fig. 6-3. Monk mayhem on the bridge. 


gates into ue courtyard. 
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Monks rush out of every entrance, but-you pac 
so much fire power that you can take allofthem | 
down without taking too much aon yourself. | 
Exit to the right. 

There’s nothing in here other than an over- 
turned apple cart and.a chest to open (unless you 
count the other invisible chest). Open the visible - 
chest and receive food and another long sword. 
Return to the courtyard and exit at the top, into 
the nee oe 


Fig. 6-4. In the courtyard, enemies rush 
: _ you from three sides. 


A whole room full of monks practice before a 
Mystic Monk carrying a wooden mace. It almost 
seems a shame to disturb the , but they’ll attack 

you if you don’t. Keep them at a distance with 

E magic attacks. Even the Mystic Monk falls to your 

onslaught. Just when you think the battle’s over, 

more monks jump down from the scaffolding on 
your right. You may be out of magic by this point, 
Fig. 6-5. The monks at work. so switch over to regular weapon] Pie ¢é off, 
then 
pick up the scroll fhe Mystic Monk ‘Gopped. It’s 
another special move, the Scythe. Select all your 
heroes and equip the move. Exit to the left. 

Wave after wave of monks assaults you imthe 
next room, and you may run out of magic by the 
time the two Mystic Monks arrive from the top 
and bottom of the screen. At this point, it’s time to 
switch to weapons and try out your new Scythe 
move. Go ahead and heal, but don’t bother waiting 
to recharge magic after the fight, because you’re in 
no more immediate danger. Exit at the top. 

Journey down the cliff to a cave entrance. Click 
it to enter. 


Fig. 6-6. Battle in the torch room. 
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A monk floats in the cave. Go over and have a 
| wi rd with him. He’s apparently been in a trance 
- mut the infection and hasn’t drunk any of 
the water. He awakens to tell you that he plans to 
remain until the infection is dispersed and the 
water is purified; he hopes to preserve himself via 
meditation. 
David asks if there’s anything he can do to help. 
The monk replies that if he could have one of 
8 great questions to ponder it would help him 
editate. Professor Whittle was working on the 
same problem, wasn’t he? Select your map and 
~ journey to the library entrance. 


Fig. 6-7. The floating monk. 


When you arrive at the library, walk over and — 
have a chat with Professor Whittle, wh 


Perhaps he’s nets 
once you put them in. 
you the scroll. — 

Use the map to get Gack: to ‘the GC ctery, and 
return to the monk’s cave. 

Talk to the monk. He’s grateful f r the question 
to meditate upon and gives you an ethereal potion. 
You are instal transported to a mansion. Fig. 6-8. Outside the mansion. 


94 


Chapter 6 Monks and Vikings 


When you appear at the mansion, walk in 1 
through the main entrance. You can’tbe seen. Tt 

You witness a horrifying scene—Silver blasts . 
the great painter, Reuben, to fragments, then 
stalks off with Fuge and Glass. Go grab the wood 
key that’s left. You’re instantly transported back to 
the cave with the monk, where you relay what 
you saw. The Chronicler appears. Gor ave the 
game with him. , 

After you’ve saved the game, re- equip whomever 
journeyed to the mansion, use the map to return — 
to David’s house, and exit the screen to the right. 
You’re back beside the calm stream. ‘Exit this _ Fig. 6-9. The death of a great artist. 
screen to the right. a 

You enter a screen with a stone path. péenand 
on whether you’ve come this way already, it’ll 
either be clear, or loaded with tree golems and 
sprites. You should be able to blast them if you 
haven’t done so already. At the screen top is the 
fairy ring, if you need to be healed. Exit the stone 
path screen to the right. = 

When you arrive at the waterfall, scroll to the 
bottom of the screen to pick up the strength 
potion. As you journey there, you’re attacked by 
wave after wave of tree sprites. Blast them, get the 
potion, then climb the stairs to exit to the top of 
the screen. Fig. 6-10. A lovely waterfall. 
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Nou: arrive at Reuben’s house, an old mill. Go to 
—the key required for entry is the one 


| and make sure tie has a eect move § selected. 


Fig. 6-11. The lightning orb is in the chest we 
in Reuben’ s studio. , 


You’re almost ready to enter Glass’ palace. First, though, use all that money you’ve earned to 
buy some potions at the Oracle, and some food at the barracks if you really want. Don’t buy too 
much food, though, because your enemies drop it regularly enough. ‘From Dr. Buzuki, you 
should buy magic potions, a healing potion or two, and perhaps an enchanted armor potion, if 
you have any money left over. Now call up the map and journey to the turret. Make sure Jug is 
bearing the fire sword and that David is using fire magic—remember how susceptible the blue 
wampas and ice creatures are to heat. 
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TO GLASS'S PA 


Objectives © 
e Defeat Draco 

© Get the barraghe key 
e Get the orb of earth magic 
© Get the amulet of seeing 


© Get the scroll of golem summoning 


When you arrive at the turret, exit ag 


1¢ right. You reach the screen with the ice cave. 
Instead of entering it, ex 


s near the ‘ps of f the screen. — 


ves. First snow leopards attack, then ice sprites. None of them are 
and lightning. The Vikings that charge down the 
f, scoop up their food, then head up the stairs. 

side balconies. Enemies lurk in the first balcony, circle the 

n the upper balcony. Deal with those closest first. A few blue 


stairs are more of a threa 
You reach some stunni 
fountain, and stand sentt 
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wampas leap out of the snow, put they succumb 
quickly to fire magic. When you finish them off, 
run toward the ~~ circling the fountai 


to the right of the screen. 

The chests in the next screen 
disappear as soon as you try to o 
the ice sprites and snow leopards, then 
real chest that appears and return to 
cony. This time, exit through the cave in 
dle of the screen. 


You arrive at another cave mouth. AS soon as 
you enter, blue wampas run out to attack. Mow 
them down with fire magic and then exit through 
cave to the top. (Remember to wait until your 
gic recharges before exiting a screen, unless 

& ; coe “you want to switch over to regular weapons.) 


98 


Chapter 6 Monks and Vikings 


You enter a frozen lake crossed by.a starkly — 
beautiful bridge. Ice sprites andblue wampas 
abound, but use fire magic to take them out, climb — 
the stairs, and exit on the bridge to the right. (To 
the left is a pine vale.that leads back to the cliff 
balconies.) 

Several Viking sentries march on this portion 
the bridge. Mow them down with magic and th 


send Jug in to finish them off. After you scoop up 


the food they drop, exit to the right. 


Fig. 6-14. The first ice bridge with statues. 


You arrive outside the imposing front entrance 
to Glass’ palace. After you tackle the handful 
§ of Viking sentries, the Chronicler appears. As 
usual, check your health before saving the 
game with him. 


~~ 4 
“g 
p *. : 
‘ ¥ 
ye. 


ye pees 


Fig. 6-15. Outside Glass’s palace. 
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Inside Glass Palace  ~ 

' — a Walk over to those immense gates, which 
should open before you because you have the 
key. Walk through. 

_._Immediately, you spot Viking mercenaries on the 
stairs inthe immense, beautiful foyer. The merce- 
nary captains, in purple armor, are unconcerned, 

wave on blue-armored underlings to battle 
‘hey rush down the stairs. Take them out 
with magic, then climb the left stairs about 
a _halfway.up; hugging the right banister so you can 
as have a clear shot when the rest of the Vikings 
charge down to fight. When you finish them up, 

x zo recharge your magic, snag any food they dropped, 
Fig. 6-16. Viking mercenaries in the and exit at the top right. (You can’t open the 

ped ae er. _- door near the top of the room yet—you don’t have 

a key.) 

You enter.a hallway. The ‘ing captains again ‘wave on the blue Vikings before backing out, 
and this time there are ‘them. lL agic to fight them, but watch out for the purple 
Viking captain that leads | more tr ops in from the top of the screen. When that happens, run 
toward the bottom ofthe screen to get a better view of the fight—the corridor is so long that 
heroes at the top of the screen are difficult to see. You’ve probably exhausted your magic by 
now and may need to switch to steel. 

When you finish these fellows off, scoop up 
their food and weapons, then arm Jug with the 
steel shield, which is a step up from the iron- 
rimmed shield he’s been toting around. Don’t 
leave that war hammer behind, ‘either, becaus 
does almost double the damage of a long sword! 

When your magic recharges, exit to the left. 

The moment you step into this corridor, you’ re 52 
under attack. The Vikings come in three waves, _ 
first from the bottom, then fr fhetop. Ihe 
Vikings in gray armor are axe 4 rowers, so take 
them out as quickly as you can. Check your 
injuries and recharge, then leave through the Fig. 6-17. Run to the bottom of the screen! 
top right. 
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Three Vikings are admiring the view through 
the window in the next room. It’s little chall 
to sneak up on them. Finish-them off, bi 
think the battle’s over. A purple- -armoted Viking 
captain and some underlings charge in from the 
left as soon as you try to exit. Recharge, heal, then | 7, ms 
exit to the left. : : 
When you reach the D-shaped roo 
captains take you on themselves. y 
recharge, and exit to the top. 
You arrive at a hall with two 


‘Fig. 6-18. Thréepurple Vikings. 


might even be time to dip into any ex 
or gas vials ve got from oe Buzuki 


your step here! You face wave af 
Vikings, and you’re.certain.to run out of magic. 
Switch everyone over to weapons and shields 
when you do, and watch.those health bars. Again, 
you may want to use some of Dr. Buz 
but don’t dip into any magi 
because you need those in : 
The Chronicler appears after the battle le. Scoop up the goodies but don’t bother healing anyone 
but David. Switch David to fire anagie set at level 2, then save the game. It’s time to face Draco. 


Draco 


Draco freezes Jug and Chiaro from the outset, and all you have to fight him with is David. This 
is an endurance match, and you continually need to down potions of enchanted armor, and 


Fig. 6-19. The Vikings are determined to 
keep you out of the throne room. 
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four attacks: 


1. Icicles from the ceiling 


2. Icy spike balls 


3. Ice darts 


4. Ice breath 7 


When Draco | 
he’s going to | 0. with icicles. Wait unt 
he’s almost out of sight | pd cut straight: 
the floor. 

You can dor 
close and dodge 

The ice darts don’ 
to avoid them or avi 

Fire is the only thi 
need to keep whipping off 
the most damage*when Draco’s : 
You can tell this is going to happer 
sparkles gather around Draco just 
his underside. Sometimes spell. orbs | 
to recharge with, but thésé-also might 
into the line of fire—be | careful when 
them. More often than not, you ‘simpl 
keep dodging and eating and build 
reserves that way. If you’ve saved up your magic 
restoration potions, now’s the. time to use them. 
Remember that you’ve stil 
which can damage Draco ni x 

When Draco’s finally « ‘thaw 
out, completely healed and 1 > for wear, Eeceot that you have to re-equip them 
both, including re-setting their ‘special moves. Everyone’s gone up a skill level. 

Open the chest in the corner, grab the food, then exit to the upper left. 
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tiaro frozen near the bottom of 
ue screen. 


Fig. 6-21. Run from the icicles. 


See 6 Monks and Vikings 


The Earth Orb and the Rese of the Palace 


You arrive on a Barapdt leading toa high fower, 
where you can find a barracks key and the earth 
orb. Once you grab them, the Chronicler appears. 
Save the game and.exit into the throne room 
where you fought Draco. Take the bottom-r 
exit from the throne room, and a hall with two 
treasure chests stretches before you. 

Unfortunately, the bottom-most chest ditacks 
you when you try to open it! Fortunately, surprise 
is its main tactic—you can take it down easily 
with one or two swipes or blasts. It does contaitt 
some gold and food, and the other chest has a Jew=- 
eled key and more food. Gather it all and head 


Figg 6-22. The orb of earth magic. 


| the Mop of the ; . 
ikir es heard all the fighting and decided to hide i in here. A few rush 
out the door at you, but you have to go through 
_ the: doorway to finish off the rest. Don’t get cocky, 
| because there’s a Viking captain in here. 
The chest on the right has an ice key and some 
food. The one on the left has the amulet of seeing. 
Equip the amulet of seeing, and a chest is 
revealed in the bottom of the screen. It contains 
gold and two potions of healing. You can now go 
back to all the locations where you noticed nearly 
invisible objects, but I suggest waiting until the 
| final assault on Silver before you do that. (Chapter 
10 explains the reasons and contains a checklist of 
the locations of the invisible chests.) 
Exit and work your way back to the D-shaped 
room. When you reach it, exit to the left. 
a Somehow the Vikings in this room with 
urns missed out on all the action, and they’re itching for a little combat! Watch out, because 
more charge in from the right and bottom, and they have purple-armored Viking captains and 
axe throwers. 


screen. It looks lik se 


Re ery 
ote 
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Fig. 6-24. Some Vikings are hiding with — 
é rebel camp. 


_ these chests. 


Objectives 
e Learn of the Duke’s capture 


Learn of John’s death 
e Speak with Mildew 
e Find the entrance to the sewers 


e Learn the Falcon special move 


The moment you arrive, you’re told that the 
rebels were ambushed when they attempted a 
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0 ce oe finish. them, exit through the bottom of 


eurn room is a stately hall of win- 
dows, along with more Vikings admiring the view. 
Send them all to Valhalla, pick up the goodies they 
drop, then return to the grand foyer. 

» When you arrive at the grand foyer, use the ice 
key you found to open the treasure room at the 


bottom of the stairs. 


Aside from some final Vikings, the room has 
est with a war hammer, some gold, and a 


scroll you can use to summon a golem to fight for 


you. Pull up the map and journey back to the 


prison break at Chains. Ben’s brother John is ~~ Fig. 6-25. Vikings in the urn room. 
dead, and the Duke and William and a few others 


have been captured. 
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Talk with Fat Bob, who actually has somethi 


to say! He tells you to return to the Rainbow’ 
End tavern, speak with Mildew, and give | 
rebel passveirdidon’ t bother memorizing it—your 
hero repeats it‘at the appropriate moment). The 
password can open the way into Chains, the 

prison. As if you didn’t have enough to worry = 
about, you have to free the Duke andthe others. 
Have a chat wit ed, who tel you that his 


_ Fig. 6-26. The tavern cellar. 


Dends to know who gave you the password and wants 
ildew tells you that there’s a wag in to Chains, through 


When you 
to know why 
the barracks, 

to open thi ‘sluice 


You enter a sub- cellar with o down and talk to the rebel guard, who teaches 
you the Falcon special move. Eq everyone with it, then save with the Chronicler, who 
appears in the upper right of the s reen. Get ready to explore the sewers and meet the rat god! 
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1. Exit the screen via the archway Ee 
_ in the big barrel. 


Giant Barrel 


ELoodgate 


L 
Buoys —— UL Scaffolding UR _ Pic Room Empcy 
1 Cells 


iGateg — Miscy Circular __y Spiral g —— Rat 

Room Scairs Door Staircase Scatue 
18 

Treasure 
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Fig. 7-2. Strike the bell. 


Almost as soon as you open fire on the 
and exit to the upper right. 
When you step into this 1 


off, more pop up. When y yo do 
heal, recharge, and exit throug! 
screen. 


archers wait atthe right side of the \ ea and 
there are a few rat i but you should be able 


feature on the next screen, ich swarms wi 


you enter the barrel, you’re entering the 

and there are some tough customers down 

it spiders and man-sized rats. Make sure 

you have magic equipped before moving forward. 
Three giant rats heard you in the barrel and are 

waiting to attack. Take them out and then pick up 

e they drop. 

Strike the hanging bell with an arrow and then 

re- equip once.the sewer gate opens, because rat 

lers open fire on you from the gate and rat 

rs rush in from the right. Once you recharge 

your magic, exit through the gate at the top of 

the screen. 

11 step into a room with shoddy scaffolding. 

ere are some rat soldiers in hereon the right. 

nforcements run in from the left. Take them out 


giant spiders, rat soldiers, and rat archers. Take Fig. 7-3. Giant spiders! 
out as many as you.can with magic, then draw 


your weapons and wade in to kill 
fashioned way. Exit to the ri 


d- 
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You come upon a room with a giant round door set into the floor. You have little time to con- 
sider its function because once you finish the rats cae ks the cheese they a giant spi- 


you need to worry about the rats running at you, 
the spiders rushing from behind, and the spiders. 
climbing up the stairs. If you’re firing on some- 

thing running up the stairs at you, be sure to _ 
get to the edge of the stairs or youl won't. be abl 
to hit them. 


You reach 
Archers awa 
then deal wit 
giant spiders — —— 

Recharge and e3 iral f Fig. 7-4. A giant manhole cover? 


thet uppe 
can be difficult to find the 
proper angle to shoot:them.. 
from. While they’re rain- 
ing arrows on you, 


g. 7-5. This mechanism needs a 
valve spinner. 
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rat soldiers and spiders rush in to make.things _~ 
even more challenging. If you have any of Dr. > 
Buzuki’s gas vials or explosive vials, you might — 
need to break them out. And, by all means, acti- 
vate your golem scroll. and send him to bash 

your enemies. 

When you’re all-‘healed, ‘return with your valve . 
spanner to the room with the sluice gate. Once 
you’re there, click on the rear portion of the _ 
machinery and water pours in from above: This » 
drains Lower Rain and enables you to ente r the — 
barracks and, through them, Cha _ 


‘Fig. 7-6. 
‘Ritiewtg the valve spanner. Note the cir- 
cular exit at the top of the screen and the 
archers | on the left. 


Objectives 


e Learn that Khan waits in the barracks 


e Watch the argument between Silver and Glass 


Silver is furious that the rebels have continued 
to outwit his elite forces. Having learned of the 
tended prison break from the rebel traitor, he 
nds his minion Khan to await you in the bar- 

racks. Silver then questions Glass about the orb in 
‘her possession, and when she confesses she’s not 
“certain about its safety, he blasts her! Glass nearly 
 retaliates, then storms away. 


Fig. 7-7. Opening the sluice gate. 
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Chapter 7 The Temple of the Rat God 


Objectives © 


e Kill the rat god : ,. ee 


© Get the ring of invisibility 
e Kill Khan 


e Find the ent 4 Chains 


blood-thirsty p 
battle—each ti 


and maces. 
Save the game; then head don 
maw of the cave. 


ng back and forth 


mer it with am swit 
i tat god falls dead, Fig. 7-9. The statue of the rat god. 


between special moves. T sd 
leaving you the acid orb. Snag it and save with 


nT 
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man by exiting ower Sagal str set to the ne and 
then exiting the screen with the cree 
the left. : 


the snazzy shield ( i tect you for double the amount of bon the steel 
1 | right. £ 

here’s a chest there for you to open. Inside is the fire- 

ake then and pull up your map. 

ight, go outside, and select the amulet of 

Take them! 


12 


Chapter 7 7 The Temple of the Rat God 


atrows, pull up the map, and return 
ower. From there, return to the 
fought the guards and exit 
thtoudh th holes in the wall at the top of the 
screen on the far right. 

You pass an old quarry where the heads of 
e statues frown out of the mud. Don’t 


Fig. 7-11. The water has drained ‘away. 


You arrive in the bar 
run in from the me and 


because it’s a monster. The only treasure it carries 
is its wooden shield, and.you really don’t need one 
of those. Eg to the bo m of the screen. 


Immense statues of sof iers stand beside 
burning torches. Guards rush in from each 
Finish them, ae , recharge, and exit at spe top 
of the screen. : 


Fig. 7-12. The bridge outside the barracks 
hides a secret chest containing 
fire arrows. 
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1e of Silver’s lieutenants, waits on the 
a force of guards. He sounds 
is time you can stand back 


r creepy sun sign. Guards wait for you and drop 
lish them and exit through the screen bottom. 


You reach a corridor 
down from the windows on left and rig] 


Chapter 7 The Temple of the Rat God 


A few guards loiter on the stairs in the next scene. | 
Get rid of them and climb.the stairs to exit. 


Fig. 7-14. The battle with Khan. 


_ At the top of the stairs, a strange little green fel- 
low is dancing on the guard tower. David 
approaches to tell him he may attract unwanted 
attention to himself that way, and he laughs and 

_ fires at you, then disappears. Don’t try to chase 

im—instead, blast at his nearly invisible location 

vee _ with your magic and he drops some gold and a 
ring of invisibility before running off, laughing. A strange fellow, Gonch. Snag the gold and the 
ring, return to the parapet stairs, and open the 
doors. Fortunately, yowstill have the barracks key 
you found in Glass’ palace. 


Fig. 7-15. The parapet stairs. 


NOTE: Your amulet of seeing can’t 
help you detect Gonch 
either. Your best betisto 
blast his general direction __ 
with lightning or acid magic. — 


After you open the door, why not have Jug try 
on the invisibility ring. As soon as it activates, 


Fig. 7-16. Gonch dances on the parapet. 
walk through the door. 
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On the other side of the room is a. courtyard that séems to have a face in it (it’s actually the 
reflection from a statue above). More importantly, this room has a lot of guards. Take them out 
with magic and your invisible Jug, then exit through the gate to the top of the screen. (You may 
even want to activate your.golem to help bash things in this room—there are a lot of guards.) 


You sther ‘out onto a ‘a pledont high above Rain, 
and face off against more guards, including some 
nasty lizards in purple armor. They’ re far tougher 
to kill than most of the grunts you’ve encountered 
so far, but you have. agolem, an invisible Jug, and 
lots of magic, so you should incinerate them. 
When you’ve done so, the Chronicler appears. 
Recharge, heal, snag the goodies, then save the 
game. You’r ready to enter Chains and free 
the Duke : 


Fig. 7-17. Invisible Jug’s not there, over to 
the left of Chiaro. 
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Chapter 8 Chains 


friendly neighborhood lizards. (though sor : 
purple), and they don’t hide unde ks —they' re 
killers, and they : await in vast numbers inside the 
prison. You need every trick you’ve learned to get 
through this mess, and Fuge is waiting near the ™ 
end, so you need’to conserve your potions. 

The entryway is the easiest section of this dun- 
geon. Charge in with magic blazing and. take 
the two guards. Switch Jug to th 
exit through the doors. Once you. 
entrance hall, you face more of a ch 
lizards line the long balcony, and you mus 
from one side to the other, blasting with 
arrows while under. assault from arrows 
have lots of health points and are go 
run in to harass you. Set Jug to fight 
weapons to kill the archers. 8 


is § 1. Purple-armored lizards 
bar the entry. 


one side of the hall or the other. The archers each 
shots besides. To complicate matters, little green lizards 
em off while Chiaro and David use magic or throwing 


NOTE: ao a you s - 


onies can’t be accessed until you get 
to the next screen. a. 


Recharge and heal before leaving hrough the 
bottom—you need to be in top form. Before you 
go, set Chiato with ice magic at 2, David.with acid 
magic at 1, and slip the invisibility ring on Jug. 
Select all Heroes, with Jug as the primary hero 

Little green lizards are warming theit hands: 
around a brazier, and they run over to smack you 
the moment you enter. They aren’t'so harmful « one 
to one, but ina sroup they’re a Tei 
until they come close and then 1 
having the spellcaster point at himself). Archer 


Fig. 8-2. Archers line the balconies, and 
yow’re the target. 
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fromthe left and right balconies, so 
harge up to the left or right balcony 
|-as-soon as you enter and be waiting for one of 
them. Take down. the first lizard, and then you 
can have two heroes stand back while you fire 
on the other with your bow or magic. When 
ey’re all dead, check out the upper-left and 
upper-right exits, which take you to the chests 
‘ you saw in the previous room. Both have food, but 
ae me on left has gold andthe one on the right 
a chest monster. 


Fig. 8-4. Jeremiah has a key for you. Don’t 


brazier room, finish any enemies F that await you, ask where he’s bee tceping it... 


then let your magic recharge, eck yous ealth, 
and exit to te upper right. — 


weapon (don’t waste magic for ae re-equip toa ould, 
Leave David on the right side of the bridge and send Chiaro and Jug down to the floor. A few 
little green lizards run out to fight before the underwarden rushes out. Set Chiaro to blasting 
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Jeremiah’s key and@ 
Jug are apt to be a 


the underwarden. 


lizards that 
take cover under tf 


either end of it. Send one her ut to: an angle that my can blast the archer with either arrows 
or magic. 
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smies.are dead, you automatically 
o the Duke. He wonders why 
im, since you have more 


This isn’t the key you 
Heal up, recharge, 
fight. 


es of pits in the floor, some lizard 
a toilet. First hang back 


back Fig, 8-7. Flushing the toilet opens up the 
slash- circular stairs. 
es to : 


ike out the bats. Heal, recharge, then move down 
stairs that opened when you flushed the toilet. 
The room at the bottom of the stairs has three 
chests. Advance a little ways in, and bats and 
little green lizards attack. Use back slashes on the 
| batsand take out’the lizards with area magic. 
_ Then activate the golem and send Jug down 
ZAM toward the chests 
Fig. 8-8. Before you head down to the — 

chests, summon your golem. “ 
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fadow of a hanging cage in the next room. Once 
you’re battling them, in come some archers, and 
then some bats! As usual, the best way to fight the 
bats is to let them cluster and then use special 

| moves on them. 

Those stairs at the bottom of ae screen may 

] look tempting, but you want to exit through the 
arch near the left section of the screen. 

. treasure chest sits in the next hall, but as soon 
as you try to open it, little green lizards pop in and 
Athe chest disappears. Deal with them, then try to 

: pen the chest whem it appears a second time. It’s 
another trick, and you have to fight more little green lizards. Finally, after they’re all dead, the 
chest appears on | it si he room. This time you ‘can open it, and it’s full of potions. 
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Exit the way you came in, back to the room with 
those tempting stairs. This,time take them down. | 


Fuge 


Suddenly you’re fete to Dive with Fuge!’ He Ss 
Chiaro and Jug,.then taunts David. Fuge says that 
he’s killed off David’s entire bloodline—what’s 

this? David thought his father had been Killed 


Granddad wa ebviously too ashamed to tell | David 


ae 8-11. Entering the hall of treasure. 
the truth. | 


Lighting magic ie no effect on 
. Fuge, and he can dodge single — 

— magic projectiles, like ice magic 3, 
and fire magic 1 and 2. If you 
want to damage him with magic, 
try earth magic 2 for best results. 
Don’t bother with exploding vials, 
though gas vials hurt him a little 
and so do bombs. 


Fig. 8-12. Duck Fuge’ s s lightning bolts on x 
_ the lower level. 


Throw Fring you have at Fuge right at Fihe start. Go invisible, and send your golem 
against him. Stand back-and-hurl fire arrows, bombs, magic, what have you. Once you’re 
visible again, use special moves and throw down. gas vials that you’ve been saving). When 
you’re low on energy, get some distance and select’food (or drink health potions). Fuge occa- 
sionally blasts you with lightning, so keep your distance’or dodge when he readies his magic. 
Sometimes he teleports to the upper or lower platforms. Don’t let him back you into a corner— 
keep room to maneuver. 
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finally down for the count, all the 
other level. Give yourself a pat on 
nging L avid’s father and 

key Fuge dropped, get his 
dual knightly swords, get the food behind the bars 
near the arch on the left, then go have a chat with 
aeChronicler, who’s an red on the left side of 


h Fuge’s deal knightly swords and 
er left arch. ~~ 

The next room has three flights of stairs, two 
ards, and two archers. Obviously they weren’t 


Fig. 8-13. Send in your golem to 
bash Fuge. 


expecting anyone to get past Fuge, becat 
not very alert. A few bursts of as? 
them down. —_ 

As soon as you m 
near the sereen bottom, 
green lizards and bats cl 
Move to the corridor at t 
they can’t completely surround 


Fig. 8-14. Get the key from the warden. 


The exit is at the very bottom, in the middle. 
charge before moving on, because you’re in for 


the next room are some ple armored guards 
‘and a warden with a club who doesn’t offer resist- 
ance. Once the warden goes down, bats and 

rchers descend..Finish all of them, scoop up the 
ey the ward | dropped, and exit through the lit- 
tle archway i in the middle of the screen. 


Fig. 8-15. Talk to Moss. 
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You enter a small room where a large. 
man is locked away. This is Mo 
ously been here a while. 
talks of being 10 and hav: 
Remember Edith, the dittl ady, and the teddy 
bear she gave you? Select the teddy bear and your 
hero will tell Moss about it. Moss then go 
ning out to find his Mom. 

Now head back to the Duke. 

Things are strangely quiet on t 
to the Duke’s cell—you’ve appa 
the guards! | 


-16. Free the Duke and Clay. 


ball—though Davic 
Everyone rushes 
spying. oo 


Buy passage to Deadgate 
¢ Speak with John’s ghost 
e Get the key from Ganitos 


© Get the scroll of revealme at { eary’s ghost _ 


Chapter 8 Chains 


Glass admits that she could’ve stopped the 
ime, but let you be because she 


She’s angry because Silver 


“If you want your traitor, go to Deadgate,” she 
says, adding that there you can find the tormented 
souls of all the murdered rebels. 
The Duke tells you to head to Verdante harbor 
and book passage to Deadgate. Glass ire then 


with the Chronicler. 
Dr. a has ome some new Lata) 


Whatever you decide to do, keep 300 go 
buy passage to Deadga 


bunch of cakes from the food mer shant. 
Jonah captains a fast ship, and before you know 
it you reach Deadgate. Skeletoy, warriors await 


they have oad ‘ante 
crest shields and the 
exit is to the lower right of the screen. Take stock 
of your injuries and recharge before moving on. Fig. 8-18. "Talk with Jonah. 
Have Chiaro and David set with ice and acid 
magic atlevel2. _ 

There are plenty 


screen, , and they’re noamateurs. Blast them with magic 
while invisible Jug homp on them. Make:sure you pick up the enchanted pur- 
ple shield—it has a de: ense vi of 1,600! 

The island with the chest and glowing portal looks inviting, but you can’t get there from here. 
Recharge and exit via the cave mouth in the upper right. Don’t let the moans and distant 
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you 5, The one near the top ‘left s a bomb ‘eroun 
er, so keep your eye on’ him. Once the skeletons 
are all down, some bats fly in, but you should 
know by now that you 4 keep swiping Lomtete 
them all. 


_ = Fig. 8-19. The entrance to Deadgate. 


Walk in blasting before the bomb thrower in the 
corner can let loose. Scoop up the bombs he drops, 


Fig. 8-20. The bomb throw 
~eiin’the corner. 
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black wraiths, n 
thrower before 


you see, then exit to the right. 


mountains. 
freely from 
monitor everyo 
weapons, bombs, 
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8 21. The gong of doom. 


s and relays that Willia e traitor! 


Fig. 8-23. Acid magic works wonders 
against the skeleton warriors. 
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ne next screen, two shadow thugs are beat- 

a ghost named Ganitos. Destroy the 

, and G steps forward to have a talk 

with you. Ganitos then gives you a key. Pick up 

the key, then leave the scene through the 

sparkling portal. — 

wraiths appear. € moment you near the 
the platform. Take them out, then open 


eae the left sparkling portal 
at the island 5 you saw at the 


nfortunately, only two | 
of the exits are real, and black wraith: 
sara 7 pacst. 


et the treasure, which includes gold, food, and 
another bastard sword. When you’re through, 

head back to the screen where you saw Ganitos. You may have to fight a few skeletons here. 
Finish them ant it o the bottom. You arrive back at the scene with the mountains. Take out 


they’re all vanquished; talk.to Professor O’Leary, a 
ghost that appears. He tells you that he was on a 
dig in outer Haven and found an oth there. 


Unfortunately, the population of outer Haven’ s . 


been transformed into hideous monsters by 
plague. Their leader created an illusion blocking 


access to the land where the dig was tinder way, 
but Professor O’Leary uncovered a scroll that neu- 


tralizes the illusion. 


Pick up the scroll he drops, then hav aw 
with the Chronicler. Now ready yourself for a 
word with the Duke before you head off after the 
last orbs! 


Fig. 8-25. The Bone Yard portal. 


To Rebel 
Camp 


Triple rR —___ Tower — Plague 
Terrace Terrace King 
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_ Chapter 9 The Final Orbs 


It’s time to head back to the rebel base..S 


ith everyone, 
sly blocked to 


ith three lovely 
ected runs over to 
e scroll given you by Professor O’Leary, and 
: stairs appear. They look tempting, but first take 
_ the exit to the bottom left. 
: You come to a lovely seaside viey See a crane. 
_ Unfortunately, some thugs wait for you here, and 
the one on the top platform has throwing knives. 
a : Take all of them on, then open the chest to snag 

the arrows and bow. Return to the screen with the 
triple falls, and this time take the stairs that 


from human bei 
shouldn’t waste all yor 
wait for three plague monsters to materi 
of these guys! Stay to the lower terrace—t 


Blast him with one of your mages, then 
ze. Bad news, this is the first of three or four waves 
rst two waves appear on the first terrace, and the 
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m t attack until you move to the 


step, because some of the monsters fire earth 
magic! You put the ring of 
characters 


s rush in to fight you. 


field, where a 
cylopes (anot! 
tain—don’t m 


Fig. 9-4. At least the y lague monsters 
haven’t spoiled the landscaping. 


e a breather and heal-before you open 
u do. Finish themoff, open up both 
rs die), heal, and recharge again, 


it, because 1 
chests (for 
then exit throu 


_ Chapter 9 The Final Orbs 


last screen was challenging, 
e three terraces. The view 
sters are deadly. They 

e later waves carry fire- 

unleash your golem, 
ur health bars. 

nd heal, make sure 


bows! Pull out 
and don’t forget 


itself! Arm everyone 
agic, bombs, fire arrows, 


at them. Exit t 
There are no 


mon- Fig. 9-6. The t 


’t forget the potion in the ower level of thie 
ee it spinning if 
echarge and leave 


et the ones at a distance keep you 
_ down. It’d be a shame to have to backtrack after 
tting the time orb. Once you’re through, re-equip 


Fig. 9-7. Don’t let the plague monster 
arate you. 


35 


appears as you descend the 


The next pattie 3 is of yor } Z 
and his minions, a ie ion’ o battle top of you. Go on with 


David to time 
and blast the 


plague king 
cial move. P 


ction 
r enemies are 


can find a 
the Chron: 


Remember those big rary that you couldn’t open? Well, now you have 
the key to them. Walk toward the doors and they open before you. Exit through them, and you 
can finally access that chest you saw near tart of the game to find a third scroll of golem 
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the Hurricane special 
then select the map to go 


Once you select the sewers, you appear near the 
sluice gate, and there are rats and archers running 


: has a circular door at the top. Exit "cuge the 
: circular door. 


impossible to ia 
Run to the left to str 
right, then to the righ 
left. Eliminate the rest ¢ 
the bottom of the screen. 


Fig. 9-10. Archers wait on the other side 
of the circular door. 


ing on the stairs in the next screen, and more 
archers. Take them out. At the very bottom of the 
screen is a rusted gate. As you’re the proud owner 
of a rusted key, why not open it and walk on 

: through? 

You see a chest waiting for you. When you 
approach; three giant rat guards materialize. Take 


Fig. 9-11. The chest with the last special oe a stand Paes is y ae oat 
move—the Armageddon. pen the chest to find the Armageddon special. 


iD 
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When you do, a horde of giant red spiders rushes — 
down the stairs to investigate all the noise. Equip 
the new move and try it out-on them. It’s pretty 
amazing and i is very handy in the battles to come. 
Now you can either explore the two rooms in 
the sewers you haven’t seen, or pull up the map 
and head to Spires. Either way, you want.tohead.... 
to Spires. If you want to see the last two rooms, | 
exit the gate room. There are probably more tat_ 
archers and spiders waiting for you, but they: real. 
ly aren’t much challenge now. Exit to the left 
You arrive at the top of two arc’ hes, and a magi 


: = Fig. 9-12. The lycanthrope 
up, spiders _ necklace in action. 


room is a a 


you defeat the: m 
your trouble 


Pull up the map and head back to the Oracle to pick up a few potions. You should get some 
healing and magic potions,and enchanted armor. Once you’ve stocked up with as many as you 
want (you may,tieed to head back for some i HD gold) journey back to the Bone Yard. You’re on 
your way to Atro for the. final sphere, and you're in for a strange journey—perhaps the 
strangest on your wh ; 


e Defeat the dead 


© Get the orb of light magic 
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Yard i is where you talked to the ghost of 
O’Leary. Now that you have the skull 


with the amules of seeing and check your magic 
oe because you’ te in for a fight. Arm one of 


skulls, which open. 
and go throu 2 


them down quic 
the teleporter besi 
probably won’t harm 
upper a 


ou appear. Exit you aes on the 


lightning, or ice magic. ae sual, you can get 
more shots off with level 2.) She dodges fire easily, 
and the time oe doesn’ t-slow her.down. Once all 


attack packs a wales Tf stocked up on 
healing potions and invulner lity potions and 
keep a close watch on everyone’s health, you Fig. 9-14. The dead queen. 
should be able to get through here just fine. _ 
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veryone goes up a level, 
d can exit through the 
mn. through. 


ne 
gets full h 
opening in 


e right teleporter to 
port back down and use 


Boar Robot —_. Teleporter 


Analectus 2 


Analectis 3 


Stair Exit 


Blood River 2 


BLood River 1 


Metal Arch 
Overlook 
Analectus 1 


Robot 


Boar Head 


Gate 


Boar Head 
Hall 


Treasure 
Chest 


Teleport 
Bay 


MetaLon 


Rend the __|To Palace 
Robot Gates 


L-Shaped Room 


Silver's 
PaLace 


— 


Silver 
| 
Last Defense 
| 
Gyroscope 
| 
Bacele 
Room 
| 
Potion 
Room 
| 
Curving 
Corridor 
| 
: Scairs £ 0 
Cie |  Hetteae 


Octagon 
| 


Hallway 
| 

Palace 

Gates 


stocked with potions and provisio 


At long last you’ve located the eight magical ) 
and you’re ready to move against : Silve 
you leave, you need to make sure y 


there’s no return from Metalon. Potions and sup- 


plies get pretty expensive, but fortunately there’s a 
faster way to get money than waiting oul 


Othias’ Tower and blasting imps. 
There are several locations throu 


the following | locations and activ: 
of seeing. 


Map 

Verdante F 
Verdante Monastery 
Verdante Monastery 
Verdante _ Main Map 
Deadgate — N/A 
Winter Ice Caves — 
Gno 

Gno 

Rain 

Rain 

Rain Sewers 
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Description : 
Screen with skeleton One 
Screen with apple cart 

Room where monks practiced 

2nd Floor of Ruben’s House (Mill) 
Room with two sparkling doors 
Room with ice lantern 

Right corner of the observatory 
Dr. Buzuki’s storage room 


~ Two-door gate 


Dead end over by the lantern stairs 
Armageddon Chest room 
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Invisible Chests 


Map Sub-area Description 

Rain Sewers Buoy room 

Rain 7 Chains Treasure room 1 
Rain Chains The great chain 
Spires N/A D> Column entry room 


Haven —- Plague Lands The dig 


NOTE: Four chests aren’t on this list. If you ve been following the walk- 
through you’ve already opened two of them—they’re located in the 
Chest Room in Glass’ palace, and on the bridge screen in Verdante 
accessed by exiting the barracks to the right. The other two chests 
are in Metalon, which still isn’t accessible. 


Once you recover all these potions and gold, you’rea long way toward the potions you need 
for the final conflict. But even so, you may want to stock up on imp gold so you can get plenty 
of potions of absolute protection, magic, and healing. 

Be sure to save the game with the Chronicler outside the rebel camp. Then move on to the 
camp itself, 


METALON 


Objectives 

© Get Glass’ glaive 

¢ Journey to Metalon 

e Find the Ane Lectus 

e Drain the river twice with the Ane Lectus 
© Defeat Rend the robot 
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rebel camp, you tell the Duke 
all eight orbs. He asks if 

on to Metalon. If you’ve 
yur preparations, you may be 

k no and go get more potions 
hit the checkmark. 

1k with the Duke, 
transport a small num- 
Metalon, but they’ll have to make 
e€ }e palace on foot. She tells your 


already made 
ready. If not, 
and food. If you’re 


Fig. 10-3. 


her glaive, an 


The moment yo you on off against Silver’s elite guard force. Once 
you finish off the four. leport i in. They’re a tough bunch. When you finish the 
fight, take stock of your eroes, be sure to heal and recharge, and have a talk with the 
Chronicler, who appears on the left. Exit to the bottom of the screen. 
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There’s a chest in this screen, and it really is full 
of goodies, but when you get close to it, three 


| waves of Silver’s elite guards pour in. Switch 
tween magics and special moves and you should 


able to handle them. Then heal and recharge, 


d exit through the gate to the top. 


Fig. 10-4. As soo oach the 
chest, elite guards telepo 
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Two archers li 
appear. Use.yor 


tected by a single guard looms ahead of y o : 
ste ee 


Fig. 10-5. Steel boar heads line 
‘the corridor. 


port in can do som hing, though. Deal with — 


them, recharge, and move through the a atthe Fig. 10-6. Robots guard the gate, and the 
bottom. mouth above it spews fire. 
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Move quickly here. If you don’t destroy. the four ~ eRe 
guard robots, the mouth above the gate might 
spew fire at you. Once the robots are all down for — 
the count, the Ane Lectus appears, and so does the 
Chronicler. As usual, recharge everything before 
saving with him. Exit through the top arch. 

In the next scene, David and the gang talk» 
briefly about being stronger than Silver even if he © 
has sealed his alliance with Apocalypse. Activate 
your amulet of seeing and you can see a chest to 


your left. Inside are some arrows and a really ee 

spiffy shield, the diamond shield, with astrength - 

of 10,000. Wow! Exit to the bottom right. , Fig. 10-7. Your heroes look down across 
You come to a room with a huge silver archanda Metalon. 


river of blood. Two or three waves of robots and 

archers teleport i in to battle. Once you deal with 

them, recharge and take the exit under the metal arch. 

The next scene features blood river on the left and hag a few archers and two waves of tele- 
porting elite guards. The exit is at the top of the screen. 


Three waves of elite guards and archers await 
you in the L-shaped room. Don’t forget that you 
can dip into your stock of gas vials, exploding 
vials, or chaos potions to help things along. Exit to 
»the bottom left. 


he L-shaped room to the 
bottom left. 
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The situatio 
blood river. 
At last yo 
you need to 


en better look at the 


can place the Ane Lectus. Wh 
exactly? Well, it helps you drai eer s Plood 


Click on the flame in the middle of the arch and 
vid automatically places the Ane Lectus there. 
teleporter then opens at the bottom of the 
‘stairs. Take the stairs down and jump inside. 
After you teleport, you arrive on the lower level 
the.right. You see a strange sight—a boar robot 


.d head to the exit on the bottom right of the screen. 
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icon. By all mea 
of the room vi 
Chronicler appear: 
return to the scree 


0. Rend the robot is securely 
aled in blood. for now. 


: atic agic. You’re about to meek Rew the robot. 
Fig. 10-11. Blood flows out: : 
after you place the Ane Le 


and make so 


Fig. 10-12. Blasting Rend the robot. 


Chapter 10 Silver 


Stay on the platform and don’t eed too clas use ee and Heed weapons to keep him at a 
distance. 
Rend throws missiles. Watch your heat rink magic potions and healing potions, 
or eat food if you need to. If David or Chiaro goes down, switch Jug to healing magic to heal 
them so that they have enough health points to drink healing potions. 

Once you defeat Rend, you’re healed and advance another level. A Chronicler appears on the 
platform. Make sure everything is recharged, even.special moves and magic items, before you 
save with him. Don’t forget to re-equip Jug with his hammer and shield. Exit to the right. 


SILVER'S PALACE 


Objectives 


e Talk with Oberius. 


© Destroy Silvér’s power 


© Defeat Apocalypse 


You’ve arrived at the main gate’to Silver’s palace. 
Take down the guards standing before the gate, 
but don’t relax yet because a few more’teleport in. 
After you finish them off, the gate opens. Take a 
moment to recharge before walking thr h, and 
set David to ime magic. 


Fig. 10-13. Only a few guards watch the 
entrance to Silver’s palace. 
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0a jong hallway. Enemies teleport in 
BO slowly. Use time magic on 


| a teleporting sorcer- 
The Atmiageddon special moye and some 
c should take care of them. As usual, 


going. Use time magic to So the Flay 
Watch yout healthbars! _ 
Once you ‘all off the 


This hound is Fuge’s pet. You c 
a eee slash or twow In'the. quest 


Exit the way you came in, then use 


key on the other glowing portal yougsa Fig. 10-15. yg pet hound. 


room. with a priest, Gers. He was imprisoned by Fuge. Oberius says no one 
source of Silver’s power, nd. pgates even worse néws—none of the Casi 
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magic and distance weapons. ‘Use your special 
moves. You should’be able to take the 


out getting badly hurt. Use healing ma 
the battle. Move to ve right after ye euipping 
and recharging: © 


Chapter 10 Silver 


i 10-16. The curving corridor. 


) with time magic 
the second doors. A 
a purple guard appear. After you finish 


a green lantern rises and blasts a pathway 
or you. Check your health, magic, and special 


moves, and get ready for a protracted battle. 


Fig. 10-17. After you get the poti , the 
green lantern rises to blast pen hole. 


This room is probaly the toughest ¥ you've faced. 


into your 
orbs, and 
lace. Use e 


face Silver. 8 

Eventually, you can wear down the enemies 
and get to the potions in the chests. There aren’t 
that many, unfortunately. Exit near the “one of 
the screen. 
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Fig. 10-18. This room’s so large that it’s 
easy to lose track of your heroes in it. 
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There’s another battle ahead, complete.with one 
teleporting Flayer, but compared to that last part, 
it’s a piece of cake. Get the potions and recharge 
with the spell orbs that appear, then check your 
health and exit to the right. _ 

The last few teleporting Flayers and guards wait 
on the next screen, but you can take them down 
soon enough. Shift all magics to level:2. (except 
light magic, which only has one level). Save with 
the Chronicler that appears after you complet 
recharge, and scoop up any goodies these last 
ions drop. You're just about ready for your con- 
frontation with Silver! Once you’ve saved, exit at. 
the top of the screen. 


Fi ig 0- i Battle j in the gyroscope room. 


SLver 
Silver waits for you in his throne room, and 

Jennifer and two other women bow before him, 

-entraticed. Silver taunts your heroes for a time, 

: i learn at last why William betrayed the 


ebels—he expected Silver to return Camille 
to him. 


Fig. 10-20. Silver wale beyond the portal. 


Silver of a William that he’s doing to sacri i- 


Then Silver teleports the women away and 


steps aside. The battle’s about tok ein! 
Don’t bother firing on Silver. What you need to 
target is the glowing sphere above the room’s 


Fig. 10-21. Silver taunts you from the 
throne platform. 
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center, but you can’t use just any magic—yo 0 start with fire, then use ice, then healing, 
then lightning. You must cycle through the magic orbs in the order they appear on your magic 
menu. When you strike the glowing sphere with ma e health bar beneath Silver’s icon 
drops. Keep blasting the sphere with one kind of magic until Silver’s health bar drops to noth- 
ing and recharges, then switch to the next kind of magic and start over. 

It sounds simple enough, but the battle is complicated by giant tools that teleport in to clob- 
ber you. The only nice thing about these robots is 
that they pound on whomever you set in front of 
them, including the golem. 2 

The best strategy is to keep Jug, the golem, 
David slugging at the robots while either Ch 
David blasts the sphere. Don’t put invisibility on 
the person attacking the robots—the robots are so 
stupid that they won’t detect him and will move 
over to your spell caster. Instead, give the her 
who’s fighting the robots enchanted armor 
potions, healing, absolute protection, or lots of 
food. Don’t send more than one hero to fight the 
robots, because you don’t want to 
quickly, you just want to keep 
while you blast the sphere at 
true source of Silver’s pow 

Use the magic orbs that you ge 


Fig. 10-22. Have a warrior fend off the 
robots while the mages blast the sphere. 


C you kill the robots to recharge magic, or switch back 
and forth between David and Chiaro. While one 
recharges, the other can use magic while Jug 
pounds the robot. If you’re out of spell points, 
magic potions, and magic orbs, have everyone 
attack the robots until they’re down—every time 
ou kill a robot you get two magic orbs. 
lieve it or not, once you drain Silver’s health 
ar each time with the eight kinds of magic, you’ve 
beaten him! 
David refuses to finish Silver himself, thinking 
| hima harmless old man. Nemesis then appears 
_and says that David underestimates Silver—that it 
was Silver’s depravity, not his power, that stran- 
Fig. 10-23. With the sphere destroyed, _ gled his wife, and even without his power Silver is 
Silver’s moments are numbered. - still depraved. Nemesis delivers the final blow and 
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er. He explains that he pretended to 
let Silver kill him so that Silver would grow 
complacent. 
Jennifer appears, amazed that David isn’t dead. 
Silver had told her he’d been killed. 
As Nemesis explains who he is, Apocalypse 
»shouts out that someone must pay for Silver’s 
death. Nemesis tells David that they must defeat 
him, and the only way they can do so is to merge. 
- David tells Jennifer he loves her, then merges with 


: You’re given de change to save the game before 
the next section, and you should do so, because 
this may be the toughest battle in the entire game. 


Fig. 10-24. Reunited with Jennifer at last! 


Apocalypse 


You arrive in the lightning- -blasted yi of Apocalypse, af soon hear a ominous beat of his 
wings. He taunts you for a moment, and then the battle begins. 


You dona have access to magic, “pons, or food, and can only use one 
i spapal move, the Falcon. You have to rely on wit and combat reflexes 
e for this fight! 


Use your shield. Only come out from behind it for your special move. When Apocalypse 
lands to do battle; he pounds on your shield four or five times before leaping into the air. The 
moment he lifts into the air you should run. He’ll either come back down with a quake attack 
or stay airborne and blast you with lightning bolts. Don’t run under him, because this makes 
you susceptible to the quake attack. 

Have your cursor pointed where you want to-go while you’re defending yourself with your 
shield—it saves you time when Apocalypse flies into the air to do his quake attack. Make sure 
you run to a place that’s far enough away, or you'll still get hit by the aftershocks. 
off with him. except where you have plenty of room, as close to the middle of 
the screen as S can get. You need room to run away when he launches into the air for a 
quake attack. 

Apocalypse can fire bolts at you, which is one of the best ways to damage him. Lift up your 
shield when he flies into the distance and you rebound his fire bolts. Make sure you’re facing 
Apocalypse’s direction when he fires those bolts. While he’s flying off into the distance, move a 
little way toward him so that your direction is similar. Then raise that shield! 
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Fig. 10-25. Keep running when yo 
the lightning. Apocalypse fires four light- 
ning bolts, and if you keep moving the; 
: can’t hit you. : 


You’re bound to take a little damage from them. When you Pear him r roar, ron to the other side 
of the screen. As soon as he roars again, dash to the opposite side. 

You must be patient. Sometimes it seems impossible to wait while Apocalypse bangs on your 

shield, but you expose yo irself to needless 

move recharges. And don’t keep your sword icon on him while you’re readying to attack, 

because he. seems to know when you’ve recharged and often leaps into the air right as you 

attack with your Falcon move. When B you do attack him with the Falcon, swing the sword icon 
ce over him and click immediately. 

It may take a time or two, but eventually 
Apocalypse is defeated, and you’re teleported back 
to your friends. But the story’s not over. Sit back 
_and watch some amazing graphics as Silver’s 

“palace disintegrates and your heroes run to safety. 
At last, you’re teleported to a ship off the coast 

‘of Metalon. The Duke, Glass, and Nemesis are 

there to welcome you. Jennifer and the women are 

| safely aboard. The world of Jarrah is safe at last. 

| As David says, “the glory belongs to everyone.” 


Fig. 10-27. Sailing into history. 
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available, ranging from p 
nt of health points when eaten, an 
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Food and Health Points 

Food « _ Health Points Restored 
eee 20. 
Carrot 40 
Bread 60 
Cheese Co 80 
Cake 100 
Roast Rat gf 150 
Pie a 160 
Chicken Leg 200 


David starts out with a 1 simple odicn shield that’s easily eroken when he’ Ss aftucled by 
an enemy. By the end of the game, he and.his friends may well be toting magic diamond 
shields, which can withstand alniost as The following table shows i shields and 
their strengths. 


Shields 
Type . Defense 
Wooden Shield 40 
Riveted Shield 80 
Iron-Rimmed Shield — 100 
Steel Shield |. ‘S 200 
Crested Shield é 400 
Dragon Shield. 800 
Enchanted Shield 1,600 


Diamond Shield oo 10,000 
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MOVES 


Beginning with David’s short swords and-ending with the dual knightly swords you gain if 
you defeat Fuge, the hand-to-hand weapons ¢ are essential to surviving Silver. The following 
table lists all the hand- held weapons pour c ers can use, and what damage they do 

against enemies. 


It’s always go distatice, andif you can’t fall back on magic, the 
following ranged weapons are extremely useful. : 
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Ranged Weapons, 


add damage points 


on. EYPE | Level 
Catapult (Slingshot) 1. 
| Knife 2 
Short Bow <4. 


Long Bow! _ 
Ag 
BOMD,... 


reach Silver’s p 
moves to overw. 


Special Moves" — 
Web of Death 


Hero whirls completely around with weapon 


Reaper 
Cleaver A. gitexo leaps into pfhe air and smashes weapon on opponent 
Scythe ri 
Falcon ] ia 
weapon down again 2 
Hurricane Hero leaps into the air, whirls weapon, then Seches it down upon 
Berserker Her anes cutting down nearby enemies and launching bolts 
Armageddon ro lifts weapon into air, summoning magical energy that leaps from 


the weapon to electrify opponents (One of the most devastating attacks 
in the game.) : 


161 


Chapter 12 Magic 


Potions 


protection to the hero drinking 
a hero can’t take damage while the potion pro- 
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Magic Item 
Ice wand 


Fire wand 


Protects the wearer against magical attacks 
for a short time. 


Each of the three golem scrolls allows you to 
- summon a slightly more powerful golem. Once you Variable 
_ find the second golem scroll, it replaces the, first, 

and the third replaces the second. . 


Briefly changes the wearer into a werewolf boosting 
_ returned to full healtih coisa the fecklace fades, 
but remember that he or)she needs to be re-equipped. 


Variable 
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Eacg orb h 


and seven 


with the o. 
selected he 
button on 
Control bu 


0 basic settings, ta 
em have three different vels. 


Chapter 12 Magic 


orbs, created in the 
2 capable you are with 
ate orbs, which a 


Fig. 12-4. Chiaro with the orb of fire 
magic set to level 2. 
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_ Fire Magic 
Level Range» Self 
1 Launches fireball Ring of heat 
2 % — Fireball tracks target Sphere of heat 
3 Large fireball Fireballs rain from sky 
Ice Magic ’ 
Level Range a Self 
ui Single ic dart _ Frost whirlpool 
2 Barrage of ice darts Smoking ring of frost 
3 


Large spiky ice ball . . Ice stalactites drop from sky 


sele ted, he can point at himself or others to heal them. Each 
. but drains more spell points. 


Lightning Magic 
Level Range Self 


1 Lightning ball Protective lightning balls briefly circle 
: oe character, zapping any enemies that 
approach; affords some protection, but 


4 3 - not total 
2 Lightning strike Caster is briefly surrounded by rings 
Si of lightning that blast nearby enemies. 
3 - Large lightning strike Caster calls a sphere of 


lightning that torches 
nearby enemies 
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f earth magic circle the 


blasts surrounding ene- 


d smoke briefly surrounds caster 


Acid bubbles float up and briefly sur- 
round character 
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Time Magic 
When used on sél ellow h ro(es). When used on ene- 
mies, it slo m down. evel of the S greater the speed is 
increased or reduced. y hit with time magic at le t motionless and makes 
an easy targ vy 

Rang j / Se P 

Launc ging bolts _ Creates a blinding,incredibl ctive 

: blast of light emanating aster. 
a ’ is 


a 


y 
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Chapter 13 Enemies 


Points 


Magic Points 
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Chapter 13 Enemies 


Armor Class 


Fig. 13-2. David battles a host of golems. « 
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Chapter 13 Enemies 


Magic Points 


Prima’s Official Strategy Guide 


Chapter 13. Enemies 


_ Bear 


», Ge Strength é 
_ Dexterity 7 
“ Manual Dexterity oS 

Wisdom A 2 


Constitution — ae - 14 


Armor Class 


Points 
2 


Strength — 
Dexterity 
Manual Dexterity 24 
Wisdom % 1 
Constitution 12 
Hit Points 16 
Magic Points ; 0 
Armor Class... = 
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Fire 


Ice magic 
Earth magic 
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Points 
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15 
Ice magic 


182 


Hit Points 
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Chapter 13 Enemies 


Points 


Level 
Strength 


oints 
Magic Points 
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Points 
5 
137 
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Acid magic 
Earth magic 
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Ice magic 


Chapter 13 Enemies 


Armor Class 
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: 


~ Acid magic 
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and Barracks Guard 


Points 


Chapter 13 Enemies 


Hit Points 


... Magic Points 
aa 
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it Points © 
Magic Points 
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Leve 
Strength 


ey 
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Gui 
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Points 
11 


Points 


Magic Points 
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Fig. 13-9. The plz 
d 


ue monsters used to be 
rry swords and bow; 


Chapter 13 Enemies 


Prima's Official Strategy Guide 


acpi 


Chapter 13 Enemies 


Armor Class 


Magic Points 
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Armor Class 


§ ards bar the gate in 
Metalon. : 
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